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Amstrad User is the OFFICIAL magazine for users of the Amstrad CPC464and 
CPC664. It is published monthly, the next issue will be on sale from June 14th 1 985. 
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664 a Success ! 



Amstrad to Launch 
Serial Interface 

> 

If you want to talk to a modem . link 
computeiii together or even use some 
kinds of printers, you will need an 
RS232 interface. Amstrad have plans 
to introduce such an interface in 
mid-July, 

It will be called the Amstrad RS232C 
and will plug into the disc expansion 
socket. The board will include a 
through bus so that other peripherals 
tan be hung on the back. Unlike other 
RS232 interfaces the unit will include 
a ROM which contains a whole load of 
useful commands. These will take the 
form of RSX's which allow either 
characters or whole lines to be read or 
written from BASIC in a simi lar way to 
using the INKEY$ or LINE INPUT 
commands. Changing all the fiddly 
things like the baud rate will be a 
simple matter of using an RSX. 
Additional software will be included 
which will allow you to use Prestel. All 
this does not come cheap, the device 
will cost around £59,95 



Better deal to club 
members- 
Members of the user club can now 
benefit from free advertisments on the 
classified page. Only one ad per issue 
can be submitted and they will be set 
on a first come first served basis. We 
will refuse to print any advertismente 
which we suspect condone software 
piracy and reserve the right to refuse 
an ad without giving notice or 
permission. We may have to limit the 
number of advertisments due to lack of 
space. Please use the standard 
advertisment order form (or a 
photocopy) and limit your text to 30 
words. 




Amstrad User was very lucky to have 
scoop on the CPC664 last month. But 
while it is nice to have an exciting new 
computer to play with it is very hard to 
know what the rest of the world will 
think when it m launched. The general 
consensus was that it is a bargain. 

At the launch Andrew Gardener 
interviewed Alan Sugar about the 
success of the '464, hopes for the '664 
and what the future held for Amstrad 
This in tor view ■ along with some 
questions from vi sting journalists 
produced some interesting 
information. 

•44% of Amstrad's business (Audio 
and computers) is overseas. 

•Amstrad intends to sell 600,000 
computers in 1985. 

•Due to some 'mistakes* on the part of 



software houseB not all r 464 software 
wil 1 work w ith the new ROM . 

•Amstrad are looking into the 
possibility of producing a computer 
with an integrated modem. 

•There will be an audio Compact Disc 
player annouced this year. 

•The CPC464 will not be dropped. 

•The price of the 464 will not be cut to 
make it more competitive, however 
any cost savings made in the factory 
may be passed on. 

•Amsoft are to launch some 
compilation discs with several 
games on each. 

It w T as then time for a real hands-on 
session on the finished machines. All 
the computers on show were 
production models and the wine went 
dow T n well (too well in some cases -Ed)- 
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New software Chart 



Read right 



Starting this month Amstrad User 
will be printing an Amstrad only chart 
of the best selling software. The source 
of this information is Gallup who 
compile the general chart for 
Computer and Software Retailing - the 
magazine your dealers reads. At the 
moment no-one else uses the Amstrad 
figures^ although many people 
including The Saturday Picture Show' 
use the general figures, 

Because this is the first time the chart 
has been printed there are no figures 
for the number of months in the chart 
or for last months position, 

The market strength figure tells you 
by how much one program is ahead of 
another; Some programs are sold both 
by Amsoft and by the software house 
which wrote the program, In this event 
the software house will be named but 
the Amsoft 'A* will appear in the wide 
column. 

A program only earns the 664 
Compatibility symbol if 'Amstrad 
User' has tested it and got it to work, 
We have not had our 664 for very long 
and so many programs which deserve 
the logo will not have it- Software 
houses should send us copies of any 



Frak! 




One of the most successful games on 
Ye Olde BBC last year was Frak by 
Aardvaark software. This was then 
converted to the C64 and although it 
suffered from lower res graphics it 
gained from the extra memory, Frak is 
an odd game in which you play the part 
of a caveman who has to climb ladders 
and run along platforms in his quest for 
keys. The novel feature is his weapon. 




programs which are likely to make the 
chart so that we can test them, even if 
we have had them before. (The editor h 
a messy chap and tends to lose things). 
If a disc version exists the compatibil- 
ity will only refer to the disc. This 
means that if 'Roland at the Grand 
Prix' is sold as both a tape and a disc 
but only the disc will work with a 
CPC664 it will still have a little 664 in 
the wide column. 

Remember the chart is independent. 
These are figures compiled from actual 
shops. It does not include mail order 
sales so any programs sold through the 
user dub are not reflected. 



When you press the fire button a yo-yo 
shoots out to kill the naetie< 

The Amwtrad version which is due out 
shortly will combine the best of both 
worlds. There will be up to 256 levels 
and a whole set of competitions. The * 
Grand master Krak challangc*, will 
h a ve a 1 st prize of an or igi n al F r ak illu- 
stration, 2nd a cuddly 'Trogg\ and 3rd 
£25 of soft ware. 



Global Software have produced a 
package to help you look after your 
Amstrad Datasette, Called 
"Computacare" the Amstrad version 
costs £9,95, For this yon get more than 
just a program. The pack contains a 
very accurate azimuth adjustment 
program tape which runs whilst you 
fiddle with the alignment, a head 
cleaner with demagnetizer and a 
screwdriver to fit the cassette deck, 
Apprently a this screwdriver has to be 
made specially. You can order from 
Global Software, 33 Shelgate Road, 
London, SW111BA 
0 1 -222^ 1 360 or try your local dealer. 



Mapped Out. 

Last month w T e promised a map of Jet 
Set Willy, well it proved to be such a big 
job that we have had to enlist the help 
of Software Projects. There is still one 
room missing from our map (The 
Central Cavern) but we will do our 
very best to finish the game. 



Looking in the Mirror, 

Mirror soft are launch their famous 
name educational software in mid 
May, It is aimed at 5-7 year olds and 
the suitably famous names are the Mr 
Men. The first two programs will be 
"First steps with the Mr Men" and 
"Here and There with the Mr Men". 
There will also be a kiddies adventure 
called "Caesar's Travels". The 
programs will cost between £7,95 and 
£8.95. 



Computers Today. 

It has been brought to our notice that 
many of our readers who have ordered 
monitor extension leads from 
Computers Today of Bromley, Kent are 
having a lot of trouble in obtaining the 
goods. We would advise you to check 
a vai labi 1 ity befo re nd ing any money, 
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The lucky sextet. 

Here are the winners of the 
DKTronics speech synth competition. 
Each of them should have their unit by 
the time you read this. They are: Peter 
Phillips - Co. Antrim in N. Ireland, 
Simon Ttacey - North Humbert de s 
Steven Sell - Bishops Stortford, Martin 
Holland - Wigan, A- Reid - Surrey and 
Karen Westley ■ Sheffield. They were 
really very lucky, we had over 3 f 000 
correct entries, There were eleven 
differences between the two pictures- 
Winners of the Melborne House book 
competition will be announced next 
month. 



More from Ultimate. 

Following hard on the heels of the 
Amstrad version of Knight Lore is the 
latest Ultimate epic ■ Alien 8. This 
features the amazing solid graphics 
featured in Knight Lore but has some 
novel additions. In some rooms your 
character controls a robot bomb 
disposal machine. The game should be 
availiable shortly and will cost £9,95 



ROMs Roll on. 

Micropower will shortly have a seven 
ROM board to plug into the back of the 
CPC464. The bo* looks a lot like Ihe 
one u.md to house the DDI-l interface. 
Initially there will be two ROMs. These 
lake the form of a Mailing List 
(database) and a disc utillities ROM, 
The really nice thing is that the 
software sits in the ROM the whole 
time and can be called when needed. 
Initial purchasers of the ROM board 
will get a free game. 



Preaching Amstrad. 

Software houses seem more willing to 
convert than the average Jehovah^ 
Witness. The next two programs from 
Vortei Software will be Android two 
and T LX The editor has been wai ling 
for T.LX. for months and be 
insufferable until it arrives. T.LX. 
stands for Tornado Low Level and has 
the player flying over a beautifully 
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Flaming Success 

British Telcom Firebird have been 
very successful with their range of dirt 
cheap (£2.50) games. They have a few 
more due for release shortly, There will 
be an adventure called "Subsunk" and 
written using Gilsofts Quill, "Shorts 



Welsh Walking. 

Dun Darach may be unpronounceable 
but it is a great game. If a label has to 
be found for it then perhaps it would be 
best called an Adventure simulation". 
Even when the adventure is solved it is 
possible for the player to keep on 
wandering through the adventure. 
There is endless scope for barter, the 
program has its own economics and 
village life. The aim of the program is 
for you, a character called 
'Cuchulainn', to find and rescue your 
companion (known as Loeg) who is 
imprisoned in the city. The animation 
within the program is excellent - the 
hair is particularly well done. The 
game will cost £9,95 and will be on sale 
in June, 



Che ap C olour from 
X-data 

Colour printers are usually an 
expensive item and well beyond the 
budget of the average home user. 
However that was the situation with 
colour computers five years ago. Now 
X-Data have a rather natty little 
printer which prints full colour 
pictures. No Amstrad software exists 
for it yet but if the device takes* off, as it 
deserves to, there should be some soon. 



scrolling background looking for 
things to pick up, -Lets hope the 
program benefits from the conversion. 

When software houses are not in the 
middle of converting software they are 
busy writing it for both the Amstrad 
and something else. In this case the 
program is called Highway Encounter 
and will be on sale very soon. Highway 
Encounter will cost £8.95, Android 
Two and TLL will both be £7.95. 



Fuse" is an arcade/1 adders & 
platforms, "Don't Panic" is a similar 
sort of game which has been quite 
successful on the Speccy and has 
graduated to the Amstrad. Two 
Autumn releases are Booty and a 3D 
Graphic Adventure. 




Stateside Smashes. 

Ariolasoft is a company which thinks 
that computer programs are just like 
records and have brought an air of 
showmanship and &licknes& to the 
industry. They have set about 
importing and converting US hits- The 
first three programs are just available. 
They are called "Archon'\ 
"One-On-One "and "Hard Hat Mack". 

"Qne-on-Gne" is a basketball game in 
which the player can either take the 
role of attacker or defender standing at 
the basket "Hard Hat Mack" is a 
ladders and platforms game in whkh 
the player has to avoid various 
building site hazards and put together 
the building. The most interesting 
game of all is "Archon". This is the 
result of crossing chess with Dungeons 
and Dragons. When one piece is moved 
onto the same square as another, a 
battle ensues. Different pieces have 
different properties, some can imprison 
other pieces on a square t pieces can be 
killed and resurected. It is a bit pricey 
"Archon" is £10.95 and the others are 
£8.95 There are no plans for disc 
versions. 
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Hi scores 

1 am very impressed with your 
magazine which made me write in. I 
presently have 21 games which keep 
me amused, and I have just bought 4 
games (Message from Andromeda, 
Jewels of Babylon, Fruity Frank and 
Galaxia) which are great. 
Please could you tell me if there is a 
bug in Ghouls and t if so, how to solve it. 
When I get onto the second screen the 
bonus drops so rapidly its impossible to 
succeed. 

Another thing, please, please, please 
could you tell me how to get over the 
river on Fantasia Diamond - 1 am well 
and truly stuck. Can you help? 

Can you tell me how to get past the 
mirror in 'Message from Andromeda'. 

1 think a Hi Score table would 
improve the magazine or a feature with 
their hiscore for different games, A 



Write to reply 



different selection of games each 
month, for instance Harrier Attack 
83 P 677 or Roland on the Ropes 70,500 
(both by my brother), 
Here are some of my own: 



Roland Ropes 
Spannerman 
Dragons Gold 
Harrier Attack 
Roland digging 
GilligansGold 



129,000 

60,000 

2,000 

83,000 

£120 

29,000 



Ay you can see I play with my CPC 464 
a lot 

J, Sloan 

ACU: We're quite sure that someone 
will recognise your plight in the 
various games and write in with the 
solutions- As for the Hi Score table, it 
seems like a good idea - but plensv 
mark your envelopes dearly with 
HI-SCORE on the bottom left. 

Receiving you loud 
and clear 

I felt I must write to say thank you for 
the transmissions of Amstrad software 
on television the other morning. As we 
are complete novices at computing we 
were pleased to have a go at recording 
it. We felt a great sense of achievement 
when we got all the programs out, 
although we had to use both recordings 
to do it. We're in our 50^ and bought 
our colour Amstrad last Christmas, so 
we are complete novices, and if we can 
use it to help in our business we will be 
very pleased. 

So thanks again for your journal and 
for the trd n sin issio us, 

D. W., Redruth, Cornwall 



Pyjamarama undone 
(well and truly) 

After reading the review on 
Pyjamarama I decided to write in with 
a few tips (the entire solution!) I will 
not tell you all of the rooms, just the 



objects to collect, Here goes, but first 
the brief tips in case readers don't want 
the entire works, 

L Filling a bucket with water stops 
Ihe plants from snapping. 

2. To get the crash helmet you need 
Lhe help of the driving licence and 
the ignition keys. 

3. A full lazer gun keeps the aliens at 
bay, 

4. The crash helmet stops the book 
killingyou. 

5. 'Spend a penny' where else but in 
the loo! 

6. The fire extinguisher puts the fire 
out (never!). 

Pick up the empty bucket, go to the 
bathroom and stand under the tap to 
fill it. Leave the bucket in the room 
where the snapping plants are, to stop 
them snapping pick up the BP and fill 
it with fuel Leave the full can 
somewhere safe. Pick up the pound 
coin and change it for the penny, this 
enables you to 'spend the penny in the 
loo\ Get the hammer from the toilet 
and you can then smash the glass in the 
lift room and you can now put out the 
fire at the bottom of the chimney pots. 
Walk through the fire., drop down and 
walk towards the square key. Pick it up 
and dropdown. The square key enables 
you to go into the snooker room to get 
the lazer gun, Go to the lift room, out 
into room three and collect the triangle 
key, With the lazer gun and the 
triangle key go to room one and from 
there use the pow T er pack to fill the gun. 
Pick up the fuel can and the gun and go 
up in the rocket, The aliens mil be high 
up because you have the gun. Leave the 
gun on the moon + Go up in the rocket 
again and then fill, the fuel can with 
fuel and leave it somewhere safe. Now 
pick up the driving licence which 
allows you to get the ignition keys, 
With the keys, slide down the banisters 
to pick up the crash helmet, keeping 
the crash helmet, get the library ticket 
which lets you collect the library book. 
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Holdfast 



Gems of Stradus 



Star Avengers 



Galaxia 



Music Composer 




Logo 



Database 



ZEN Assembler EASIVAT Home Budget 

An outstanding selection from Kama's rapidly expanding range of Entertainment 
and Application Software for the Amstrad CPC 464 Micro-computer. 

BOOK # The Amstrad CPC 464 Explored, 




This superb hook is designed to let 
every CPC 464 user, at whatever 
level get the mo$t from his 
computer. After an introductory 
section on the special Basic 
features, the book looks in depth at 
the excellent sound and graphic 
facilities. 




Kuma Computers Ltd., Unit 12, Hortashoe Park, 
Horsi? ft hoe Road, Pang bourne, Bark ft RGB ?JW. 

Pte&se send futf catalogue on Amstrad CPC464 
products. 



Name 
Address 



irlirinr- : i--'"?--r , 3' 



Phone 



Now available from selected branches 
of Co-op, Granada* 
and 2 



S own an Amsirs'd CPC 4$4 computer [J 

Trade Enquiries Phone 07357-4335 

Visitors wishing to call at ourPangboume Manufacturing and Distribution Centre are advised to phone 07357-4335 first for an early appoin tment 
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With these two objects you can walk 
through the moving book and collect 
the scissors. 

Turn the help arrow to down and it 
will put a tea chest in the room with the 
box key in it- Mow go to that room and, 
because you have the scissors^ you can 
go up in thy balloon and get the box 
key, Open the box and get the magnet- 
Collect the fuel can and go up in the 
rocket. Once on the moon go out of the 
far door and you can break the 
magnetic lock and get the Clock key. 
All you have to do now is find the room 
with the alarm clock in and wind up the 
clock! 

Caroline Barber, Chapel Park, 
Ne wcastle-on-Ty ne . 



The un-Protector 

I am very satisfied with my CPC and 
have just completed my first DECENT 
game. I am happy with it because (i) it 
proves I can program on the CPC T and 
(ii) my family love it and say I ought to 
send it to a magazine like your own. 

So with this encouragement, I saved it 
in protected mode as I was just 
experimenting with this new type of 
saving. I then verified it and ran the 
program. Then, after a while of 
messing around, I erased it from 
Arnold's memory not thinking of how it 
was saved. I now would like to break 
into the program but I have tried 
everything in my power to see the 
listing again, but it just won't 
co-operate with me. 

You are my last resort, Does anybody 
know how to successfully list a 
protected program? There's probably 
loads of people who have made the 
same silly mistake bb me. 

Also could you publish a program 
than can design a graphic character, 
that is preferably multi coloured as it's 
pretty boring just looking at simple, 
one colour graphics. 

M.M.>W. Yorks. 

$. There really is very little 
reason to saw your own work in 
protected mode as you have discovered 
the hard way. If we told you how to 
un-do if, then it wouldn't he a 
protection scheme f wduidit? 
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Applications 

I am a complete novice at computer 
programming, but I like working with 
the Amstrad CPC 464. I buy all your 
magazines in the hope that some day I 
will find help with my main interest, 
which is genealogical research. I 
require a program which will enable 
me to file a list of names, dates, etc. and 
be able to add to the list, sort them into 
either towns , or alphabetically . 

Is there a Data Base I can buy which 
will enable me to do this, and secondly, 
would a floppy disc system be a better 
method of storage? 

F. W,, Ayrshire, Scotland. 

ACU ; Masterfile (Soft 914) is the best 
in-RAM datable available - but 
there's also a program called 
Brainstorm (of which more in a later 
issue) which is an ideal medium for 
family Iree management 

Errors 

In December *84 I purchased an 
Amstrad 64K for my daughter's 
Christmas present. Despite three 
months of constant effort we cannot 
make any sense of the machine. The 
number of times we have copied 
programs from the User magazine are 
numerous and always the computer 
throws up Syntax Error' despite 
following the program to the letter and 
number. Are we stupid or is there a 
syntax error on our machine? Is there 
anyone I can contact to instruct us how 
to use this machine or at least test it so 
that we can confirm it's working 
properly? 

Please help before the Amstrad 64K 
(along with the £350 it cost) goes out of 
the window! 

M. J. f Tamworth, Staffs. 

ACU: We have already had a 
confession session in the last issue. 
Syntax errors are not hardware faults; 
and yes 7 the listings do have the 
occasional bug which the more 
experienced owner can spot quite 
readily. The novice is understandably 
stumped* 

However, typing error is still the 



cause in 99% of such cases. The 
listings are now available on cassette 
or disc from Garwood (see elsewhere for 
details) so if you've got any enduring 
problems, you can run the program f as 
she was wrote' without the translation 
processes involved in printing the 
listings. 

That said f we think we've got the bugs 
out of the system by now - but there will 
always some characters that create 
problems until we can get a printer 
with a complete custom 8 bit character 
set 

Clean up computing! 

I have just read B.I. Noyce's letter 
(March User Magazine) concerning the 
failure of his tape mechanism, i.e. it 
kept giving errors resulting in Read 
Error A or B. This same fault has 
occurred with my own machine when 
reading in the current CPC464 Tape 1 
magazine. However, it may seem that 
there is a simple remedy, Le, a cassette 
head cleaning tape. With one pass of 
this tape the Read Error was gone. 
It would appear that a deposit, not 
obviously apparent, soon builds up on 
the tape head with constant use. 
Perhaps you should organise 
reliability tests into this possible 
failure area, and then present the facts 
to users with suggested remedies such 
as mine. One question has to be asked 
which is 'How hard are the tape heads 
used in the cassette and can they 
withstand the use of a cleaning tape 
indefinitely?* 

M.S., Haxby , York , 

ACU: The heads will last a long time: 
after all, a music playing system 
probably uses the cassette mech far 
more rigorously than an occasional 
program recording. Cheap tape is the 
prime culprit 

Indigestion in 
Babylon 

Please could you help me in passing the 
cannibals in The Jewels of Babylon' 
and also going on to collect the 
treasure. I would be very grateful. 

T.8., Densole, Folkestone 
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THE FUZION OF MIND AND MACHINE 



★ AMSTRAD ★ AMSTRAD * AMSTRAD + AMSTRAD * AMSTRAD * AM ST RAD* 



Price £6,95 Trade and Credit Card orders: Telephone (0734) 591678 



INCENTIVE, 54 London Street, Reading RG1 4SQ 




V5i 




ONLY 



GILLIG AN'S GOLD 



HUNCHBACK II 
KONG STRIKES BACK 
DALEY THOMPSON S DECATHLON 



Ocean Software is available from selected branches of: 

WOOLWORTH, WHSMI I II . Jtfg&YJEBBBEi, LASKYSRumbelows, € 

Spectrum Shops and all good software dealers. Trade enquiries welcome. 



Exciting Times Ahead., 



A computer is a funny device. Most products are at 
their best when they are brand new People go out of 
their way to buy the hi-fi or camera with all the latest 
attachments* If you did that with computers you would 
run aground when you wanted to use the system: from 
a lack of software. 

When the CPC464 was launched, Amstrad did their 
utmost to ensure there was good software support for 
the computer. Talk to any of the staff] n vol ved with the 
development of the 'Arnold' and they will tell you how 
the First fifty hand-build prototypes were shuffled 
from software house to software house so that the 
people who really wanted to produce the software 
would be given the chance to prove themselves. 

Now the 464 is over a year old and the '664 is out on 
the streets. This later mode! is safe from software 
starvation, for not only does it run most of the '464 
software, it also has CP/M and DR LOGO bundled 
with it The 3 inch disc is presently a limitation for 
anyone trying to get hold of a particular package - hut 
you can usual 1 y fi nd mm eone willing to convert it. 

From the point of view of software, the two computers 
are virtually the same; the effect that the 664 has is 
that there will now be a greater proportion of disc 
based machines. The Amstrad computer is no longer a 
new device and it is benefitting from that. Software is 
starting to appear which stretches the computer. If 



you look how long it took for programmers to get to 
grips with other computers, the time lag is 
surprisingly short. The CPC464 is a little over a year 
old and already we are begining to see some amassing 
software. O.K.- so both Knight Lore and Sorcery are 
conversions from the Spectrum but it took nearly two 
years for software of a similar quality to be made 
available on Sinclair and Acorn machines. The 
CPC464 has better graphics than the Speccy and more 
memory than the Beeb so simple conversions are not 
streching it. Six months from now we will start to see 
the kind of programs which people will look at with 
awe, It is going to be an exciting time. 

Just for fun 1 want to set a spontaneous competition. 
The way you call an RSX on the CPC is to use a I f (a 
*bar' command). To to call basic you type I B A S I C . A 
prize of a 'Roland in Space* tape is up for the five 
silliest names. For example a meal cooked out in the 
open is a I Bft, the place in London which houses 
major exibitions is the I SC AN, Roland Perry of 
Amsoft came out with I HUMBUG and Ivor Spital of 
Amstrad favours I BI LLIARDS, The staff at 
Amstrad User enjoy a good laugh (strictly after 
working hours, you understand) so send us your ideas, 
but keep it clean. 

Simon Rockman 



CPC464 User Programs on Cassette and now DISC! 



Yes, most of the listings from past issues are 
now available (unprotected, of course) on tape 
and sic from one of our regular advertisers } 
Garwood (Wholesale) Ltd, 
We hope that this service to readers will help 
solve some of those problems that can occur 
when typing in programs (and those which 
occur when typesetting/listing them in the first 
place,, X We cannot guarantee to include all 
listings - but we may also include some extras 
that we couldn't find for in the issue. 



Tape £3.50/ User Club Members pay €3. Discs £5.95, 
members pay £5,50 



DISC 








(Club £5.50) 





CASSETTE 

£3.50 

(Club £3.00) 



NB Tape 7 carries a number of additional programs we 
didn f thave space for in the issue, including some of the 



Piease send me the fottowing CPC464 Usertapes/discs {delete as appropriate): 

Issues 1-3 - □ 



Issue4 □ 

Issued □ 

Issue 6 □ 

issue? . □ 

I enclose £3.50 per 
tape or £5.95 per disc 
Total.. 



Hj.-i.r.EI.FJ.f.E..F..I.F.I 



Name 

Address 

Town 

County 

Postcode 

Club membership number 



i ...... . i 



Please make cheques payable 
to: CPC User Soft 
Send to 

Gardwood Wholesale Ltd, 

45 Plovers Mead, Doddinghurst, 

Brentwood t Essex. 

Overseas customers please add 
£2 for air postage outside 
Europe, £1 for Europe postage. 
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languages]? 




In the previous articles we have seen how new FORTH words 
can be created, and also taken a look at the FORTH stacks, 
comparisons and loops. In this article we will be taking a look 
at other types of 'defining words' and a closer look at the 

structure of the FORTH dictionary. 



Before we start, an apology and some corrections to 
part II of the series; 

The word PEEK, page 68, col 1 : C 0 should be C 8 

The word . S , page 68, col 1 : 
. "EMPTY STACK"ELSE 

should read. 

." EMPTY STACK " ELSE 



Can't see the difference? When printing a string in 
FORTH, . " is a FORTH word and as such, a space is 
needed between it and the string. In fact on this point 
every string in the article has been printed 
incorrectly. 

These spaces are vital to getting things right in 
FORTH. 

The word PICK, page 70, col 2 : S P0 should read 
SPED 

Also no space has been left between 9 and THEN 
Page 14 



The word . N , page 71 , col 2 : CO should read C SI 
Also no space has been left between the strings and U . 

VARIABLES 

Just as in BASIC, you can also use variables in 
FORTH. In BASIC you would say: LET X=15 or 
simply X= 15. In FORTH you would say: 

15 VARIABLE X 

X is now a FORTH word, but because it is a variable, 
its operation at run time is different. If you now type X 
and then press [ENTER], the address of where the 
variable is stored in the FORTH dictionary will now be 
placed on TOS. To get the value of X, the FORTH word 
SI is used. This has the same effect as a BASIC PEEK, 
So; 

x a ■ 

* . , P wil 1 print the v al ue of the var i ab 1 e X . 

- 
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To change the value of X the FORTH word ! is used. 
This is the same as a BASIC POKE. To change the 
value to 25 then you would say: 

25 X ! 

Variables created in this way use 2 bytes, and 
therefore can hold values from -32768 to 65535- Other 
types of Variables to use just one byte or four bytes can 
be created, as we will see later. It should be noted that 
FORTH does not rely on the use of variables as does 
BASIC or PASCAL. Generally speaking, the less 
variables that you use in FORTH, the better. The 
FORTH dictionary does contain some variables for its 
own use These are known as USER VARIABLES, 
Some examples are BASE, WIDTH, FENCE, and 
CURRENT. The values for these variables are stored 
in a separate part of the dictionary known as the 
USER AREA. You can create your own USER 
variables by using the word USER instead of the word 
VARIABLE. 



CONSTANTS 

Like PASCAL, but unlike BASIC, it is possible to 
create a word that holds a constant value. Some 
examples could be: 

12 CONSTANT DOZEN 

32 CONSTANT FREEZING-POINT 

l\2 CONSTANT BOILING-POINT 

Tvpin^ the word DOZEN would then cause the value 
of 12 to be placed on TOS. Similarly, BOILING-POINT 
would place the value of 212 on TOS (in Fahrenheit!). 
This is useful if a certain value is likely to be used 
often. 

The FORTH dictionary contains several of its own 
constants, including actual numbers such as 0,1 and 2 
which are used often. The range of values that can be 
held in a CONSTANT are the same as those for a 
VARIABLE. Single, and double length constants can 
also be created. Naturally a CONSTANT is supposed 
to be constant, so its value cannot be altered - or more 
correctly, it should not be altered! 



the dictionary, the new word is called CUBE and it 
simply takes the number that is TOS and replaces it 
with the cube of the number, i.e. 3 cubed - 27< The 
word is as follows: 

: CUBE DUP DUP * * ; 

Now if you refer to Figure 1 this shows how the word 
is compiled into the dictionary. The word HERE 
returns the address of the next available dictionary 
space, so this is where the new word will be complied 
from. This address will be known as the NAME FIELD 
ADDRESS (NFA) and the first byte will contain the 
length of the word NAME. In this case it will be 4. 
However, bit 7 of this address is always set, so the 
value of 128 will be added to 4, making a total of 132. 
The next four bytes in the dictionary will then contain 
the ASCII characters of the name. The last character 
in the name also has the value of 128 added to it. The 
next two bytes will then hold the LINK FIELD 
ADDRESS (LFA). This 'points' to the previous word's 
NFA address. In this way, all the words in the FORTH 
dictionary are linked together, and this is what 
FORTH uses to search through the words during 
compilation. 



FIGURE 1 



How the new word CUBE is stored in the FORTH 
DICTIONARY 
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THE FORTH DICTIONARY 

A knowledge of how the BASIC Interpreter works is 
not a prerequisite to good BASIC programming, but in 
FORTH a knowledge of how the Dictionary is 
complied is essential if you are to make use of the more 
powerful features of FORTH. 

Let's see what happens when a word is complied into 
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The next two bytes in the dictionary hold the CODE 
FIELD ADDRESS (CFA). This will point to the 
address of a routine which will be called when the 
word is 'run'. In this case it is the TtO-COLON* 
routine. When the word CUBE is run (by typing 
CUBE), the DO-COLON routine causes the list of 
FORTH words stored in the PARAMETER BLOCK to 
be executed one after the other, The semicolon word 
marks the end of the list of words, If you like, the 
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ty.uxrt:::: y. 



: : :cjog-; 
:cco 



DO-COLON can be thought of as a sort of 'GOSUB\ 
and the semicolon as a corresponding 'RETURN'. A 
little calculation will show that the word CUBE has 
used up 19 bytes of memory space. A large proportion 
of the words in the FORTH dictionary are DO-COLON 
words, and will therefore have been complied into the 
dictionary in a similar manner to that just shown. 

The HEADER part of the word will take the same 
format for all FORTH words f although the three most 
significant bytes of the NFA (the word length) can 
differ. Bit 7 is always set. Bit 6 is set if the word is a 
vocabulary word such as FORTH, EDITOR and 
ASSEMBLER. In this case the value of 64 is therefore 
added txi this byte. Bit 5 is the 'smudge' bit (as 
mentioned in article 1). If this bit is set then the word 
is ignored during any dictionary searches. This will 
occur if a word is not complied correctly. The FORTH 
word SMUDGE toggles this bit 5, which as 
demonstrated in the first article, enables you to 
FORGET a word which was not complied correctly, 
Adding 32 to the value of a word's length byte will 
effectively era&e it from the dictionary, although it can 
soon be reinstated by subtracting 32 from this same 
byte. You never know - it could come in useful! 

The other difference in the header will be that the 
CFA will point to another routine. The CFA of a new 
word (defined by using CONSTANT) will point to the 
DO-CONSTANT routine. At run time, this routine 
will extract the value that is contained in the 
PARAMETER BLOCK of the constant in question. In 
this case, the PARAMETER BLOCK contains the 
value of the constant, and not a list of word addresses, 

The CFA of a new word defined by using VARIABLE, 
will point to the DO-VARIABLE routine. At run time 1 
this routine will place the address of the 
PARAMETER BLOCK on TOS, instead of the actual 
value held there, although the value is t like 
CONSTANT, stored in the PARAMETER BLOCK. 

Figure 2 shows? what the layout would look like if the 
fo 1 low ing two words had been def n ed: 



25 VARIABLE ABC 
10 CONSTANT TEN 



I have assumed that the next free byte in the 
dictionary was at location 10000 before the words were 
added. The words NFA, LFA t CFA and PFA will 
return the addresses 10000, 10004, 10006 and 10008 
for the word ABC, and 10010, 10014, 10016 and 10018 
for TEN. In the case of the LFA and CFA, it is the 
actual addresses that they point to that we are 
interested in. The LFA of TEN, for example, points to 
10000, and the CFA of the same word point to 5887, 
which is the address of a machine code program which 
is called at run time. It may aeeni a little confusing at 
first, but if you study it a few times, it should soon all 
become clear. 



FIGURE 2 

Dictionary layout for ABC and TEN 
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The next free location in the dictionary after adding 
these two words would be at HERE - a FORTH word 
which will return the next avail able dictionary space. 

Having got that lot out of the way> we can now see 
how it is possible to create new defining words of our 
own by using the two FORTH words BUILDS and 
DOES>, These are probably the two most powerful 
words of any computer language!. 



< BUILDS 

This word determines how new words are 'built 7 into 
the dictionary. You have already seen the difference 
between how a COLON word and a VARIBALE or 
CONSTANT are complied into the dictionary . 



DOES> 

This word determines the sequence of operations that 
will take place when the new word is Yun f . 

The easiest way to explain is with some simple 
examples (and not by 'trial and error' as suggested in 
one FORTH manual!}. We will create a new defining 
word called USELESS because, as its name suggests, 
it is a pretty useless word, although it does illustrate 
<BUILDS and DOES> in a simple manner. Try 
entering the following new word: 
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ST EVER MULTI-ROLE ARCADE ADVENTURE 

Includes Hit Single on reverse "Everyone's A WaJiy 1 ' performed by Mike Berry 

Spectrum 48K £9.95 
Commodore 64 £9.95 

Available shortly on Amstrad CPC 464 44 The Broadway, Bracknell, Berks. 0344 427317 
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•THE NEW AMSTRAD CPC 664- 
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THE LOW COST COMPUTER FOR HOME AND BUSINESS 



If you know anything 
about computers you'll 
know that disc drives are 
up to fifty times faster 
than cassette when you're 
loading and saving 
programs. In fact, a 
disc drive makes 
computing faster, 
more reliable, more 
efficient and more 
fun. But up till now the - 
only way to gain these 
advantages for a home 
computer was to buy a 
separate disc drive 
attachment. Now Amstrad 
are pleased to announce 
the first complete home 
computer with built-in 
disc drive: The Amstrad 
CPC 664. 

And when you buy a 
CPC 664 you'll find it's not 
just the disc drive that's 
built-in. 

You'll get every- 
thing you need, including a monitor 
(green screen or full colour). We'll 
even give you a free CPM and Logo 
disc, so all you do is plug in 
you're in business. 

BUSINESS OR 

PLEASURE 

Although a disc drive 
will make games more fun 
(and there are loads of 
them to choose from) it 
also makes the CPC 664 
a serious proposition for 
the business user 

There are accounting, 

word- 





famous-name software 
houses. Few will cost 
you more than £ 4 9 and 
most will cost you con- 
siderably less. 

AN EXPANDING 
— ■ SYSTEM 



WITH COLOUR MONITOR AROUND 

— • £449 — 



WITH GRHEN SCREEN AROUND 



£339 



THE HOME 
COMPUTER 

THAT MEANS 
BUSINESS. 



There is a com- 
plete range of 
peripherals avail- 
_ able to CPC 664 users 
which plug directly into 
the built-in interfaces. 

These include a joy- 
stick, additional disc drive 
(to double your on-line 
storage) and the Amstrad 
DMP-1 dot-matrix printer. 
(There's also a cassette 
interface so that you can 
use CPC 464 programs 
on tape). And there are 
many more peripherals from 
Amstrad and other manu- 
facturers which can be used 
to enhance the CPC 664. 



HIGH PERFORMANCE 
LOW COST * 




WbrdprotcKsing with Am sword 
can improve the productivity 
oJ everyone from unskilled 
typbt to trained secret ary- 
A round £23,93. 




processing, 
spread-sheet 
and data- 
base pro- 
grams (to 
name but 

Amsof t Business Control, is a a f e w). 
complete suite of programs 1 lie CPC 

for integrated sales invoking, &f:A ;^ alcri 
stock control and sales ledger is cliSU 

For around £99 , (Requires an SU pplifi d With 

additional FD-l disc drive /""p / vi * t n Vie 1 

around £159 and DL-2 cable ^r/m tu IlCip 

around £7). make your 

business more efficient and effec- 
tive by providing access to the 
famous range of CP/M* software. 



The one thing you won't need 
a computer to work out is that the 

Amstrad CPC 664 
represents outstand- 
ing value for money 
You only have to 
check the cost of 
buying all the ele- 
ments separately (64 K 
computer, disc-drive, 
monitor) to realise 
that the Amstrad 
package is very 
hard to beat. a 
With a green screen 
monitor the cost is 
just £339, With a 
full colour screen it 
costs £449. And after 
you've saved money on 
the price of the computer 
itself, you go on saving 
on the price of software. 

There are hundreds 
of programs for business 
or pleasure available 
on disc (and cassette) to 
CPC 664 users. Many from 
Am soft, others from other 





■ AMSTRAD USER CLUB * - 

Join the optional Amstrad 
Club 
and well keep 
you informed 
with our 
monthly user 
magazine, 
and infor- 
mation on all 

Figure analysis made easy 
Software aS It wltlt Mirrospread. An easy to 

is introduced . s p «*»*h«« with p«i i- 

, ilirwn menus and a wide tange 

YOUr member- of mathematical options. 

ship details *™ nnd 

will be recorded on your 
personal club card, which 
entitles members to various 
privileges and offers. 

me more information 
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Address 



Amstrad CPC 664 ' 

jArtmrad, P.O. Box 462, Brentwood, Essex CM 14 4EE^j 

! CP ; M 19 i (ridemarh orOipK^J kespartti bin. 
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: USELESS <BUUOS ." This is BUILDING" 
DOES> This is DOING" ; 

If you refer to Figure 3, you can see how the word 
USELESS is complied into the dictionary. In fact, it is 
compiled just like any other DO-COLON word. You 
can now use USELESS to compile new words into the 
dictionary. For example: 

USELESS NEW-UORD 

If you type this in, then NEW-WORD is compiled into 
the dictionary. The message 'This is BUILDING' is 
printed at compile time, as this is the building part of 
USELESS. If you now type NEW-WORD and press 
[ENTER] the 'doing' part will print the message This 
is DOING'. 

Figure 3 shows how NEW-WORD is compiled into 
the dictionary. The PFA 'points' to the list of 
operations to be performed in the DOES> part of the 
defining word that created NEW- WORD - in this case 
USELESS. At run time, the PFA of NEW-WORD is 
also put onto the stack by the DOES> routine. This is 
useful, as we shall now see by looking at a more useful 
example of <BUILDS and DOES > . 



FIGURE 3 
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The new defining ward 


is called FIX and works 



exactly the same as the CONSTANT word. It is 
created by: 

: FIX <BUI LDS , 

does> a ; 

Look at the building part of this word first } (comma) 
is a FORTH word that takes the value presently on 
TOS and places it in the next available dictionary 
space The doing part 3 (at) replaces the address that 
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is on TOS by the 16 bit value stored at that address. So 
if you now use this new defining word FIX thus: 

12 FIX DOZEN 

....FIX compiles the new word DOZEN into the dictio- 
nary. At compile time, the building part takes the 
value that is TOS (12) and places it in the PFA of 
DOZEN. When the word DOZEN is used the doing 
part places the PFA of DOZEN on TOS, and the S) puts 
the value stored in the PFA of DOZEN on TOS (12). 
You can now see how the CONSTANT word was 
created, as this works in exactly the same way. 
The defining word VARIABLE would be created by: 

: VARIABLE <BUILDS , 

D0ES> ; 

This is nearly the same as CONSTANT or FIX except 
that the 'at* word 3 is omitted from the DOES> part. 
So if you enter: 

0 VARIABLE SCORE 

,„.the < BUILD part compiles the new word SCORE, 
the , (comma) word takes the value 0 and places it in 
the PFA of SCORE. At run time SCORE will simply 
just place the address of the PFA onto the stack, as nn 
operations are specified by the DOES > part. 
Remember that VARIABLE and CONSTANT work 
on 2 byte integers. Using < BUILDS and DOES>, it is 
possible to create 1 byte, 4 byte, and indeed any 
number of bytes to hold variables and constants. For 
example: 

: CVARI ABLE <BUILDS 0 C, 

D0ES> ; 

CVARI ABLE will create single byte variables, 
similar to the PASCAL CHAR. The building part 
takes the value of 0, and the word C, (store single byte) 
will set the word compiled by C VARIABLE to zero. 
The doing part is the same as for VARIABLE, So if you 
say: 

CVARI ABLE SHALL 

. ..the variable SMALL is created, and is initialised to 
zero. To change the value in SMALL you would enter: 

56 SHALL C! 

The word C! stores a single byte to the variable 
SMALL. Be careful here -using ! instead of C! would 
probably corrupt part of the dictionary! To return the 
value in SMALL to the TOS you would say: 

SMALL ca 

■ 
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The word C S like C ! works on just a single byte. 

Variables and constants that work with double 
numbers (4 bytes) are easily created with the use of 
<BUILDS and DOES>. Listing 2 shows how this is 
done, together with some other words which can be 
used with them. The word ? (question mark) will print 
the contents of the address that is on TOS - it is 
therefore equivalent to 3 . (at print). This prints a two 
byte value, C? will print a single byte - equivalent to a 
BASIC PEEK, and D? will print a double number held 
in four bytes. DSl will replace the address on the TOS 
by the double number store at that address. Dt will 
store the double number given, to the address that is 
on TOS. D VARIABLE will therefore allow you to 
create variables that will hold double length numbers 

- these being initialised to zero when they are 
compiled, DCONSTANT will allow you to create four 
byte constants. Some of these words may already be in 
your FORTH dictionary under different names 
2VARIABLE and 2CONSTANT for example. 
However, they are not part of my pre-release version, 
so they are included here as examples. 

To store a large number - say 154274635 to the 
variable 'BIG' use: 

dvariabLe big 

....to first compile the word BIG and to initialise it to 
zero, then: 

154274635. BIG B I 

... .to store 154274635 to the 'double' variable BIG. 

Note that a double number ends with a decimal point 

- in fact, the point can appear anywhere in the number 
if you like, although the number is not actually 
altered . The decimal point signals that the number is a 
double number, regardless of where it is positioned. 

DCONSTANT would be used as follows: 

1234567B, DCONSTANT BIG-NUMBER 



Entering BIG-NUMBER would then place the 
double length number on TOS and the value could be 
printed out by using D. (D-print) 

To help you study the FORTH dictionary in more 
detail, the new word LIST- WORD is shown in listing 
L This works similar to VLIST only the words are 
displayed in a more orderly fashion and are followed 
by the NFA of the word, the PFA of the word, and 
finally the address that the CFA joints' to. The 
address given here will reveal the 'type' of word. On 
my version, the address 5821 shows that the word is a 
DO-COLON word. A large proportion of the FORTH 
words are DO-COLON words as you will see. 7023 



indicates a VOCABULARY or <BUILDS defining 
word, 5887 a CONSTANT, 5913 a VARIABLE, and 
5931 a USER variable. Where the address is the same 
as the PFA, this indicates that the word is a 'machine 
code' word. In other words, the parameter block of the 
word contains actual Z80 machine code which is 
executed when the word is run. And yes! machine code 
routines are easily handled in FORTH, to give the sort 
of flexibility not often found in other languages. By 
using LI ST- WORD and the word PEEK (see second 
article), you can study the FORTH dictionary, and 
even try to disassemble it, which will give you a great 
insight into the language. One point to bear in mind 
when using LIST-WORD is that to list the words in 
other vocabularies (e.g. EDITOR, ASSEMBLER) then 
you need to enter the vocabulary name, followed by 
the woTd DEFINITIONS i.e. EDITOR DEFINITIONS. 
Remember to set the context back to FORTH with 
FORTH DEFINITIONS, otherwise any new words 
that you create will be placed into the EDITOR 
vocabulary. 

You may have found this months article ratheT 
*heavy' going and you will probably need to study it 
several times to digest it. The end result, hopefully, 
will be well worth the effort. 



LISTING 2 

: CT OS . ; 

: fr! PUP ?+ SUAP Hat SU APT I [ ; 

: W D3 D ii ; 

i ^VARIABLE <BUILD5 # , P , *0E5> ; 

: & CONST. AN? <BUILD£ , , DDE S> Di ; 



LISTING 






Lists WORD NAME. 


..NFA,.,.CFA + .PFA 




: ZERO ft- IF . ,p End <?f lUtionary * ttUIT Wlf ; 




: KEm& Kff CR 13 = 


( cluck for tEHTEH] key 


i 


IF %Pi mil -EKftlF CLS 


; (if 5Q. _QUit *Ls# CLS 




: PRIM-OUT ?4 1 frd 


I Z4 lines per screen 




DUP BUP ID. 


( print -out MPrd natae- 


i 


IS 1 LOCATE 5 .1? 


C prints NFA address 




PFA GUP DUP 


( get the PFA address 




25 I LOCATE } ,R 


^ and print the PFA 


i 


35 I LOCATE CFA 3 5 .R 


{ get and print CFA 


) 


ER LF A & DUP 


< get LFA of neat uqrd 


i 


zero? LOOP ; 


E any nc-re yords? 


s 


I LIST-VQRD CLi LATEST 


£ flflt Nf A of Ust k^rd 


> 


BEGIN PRINT-OUT CR 


t print out D" c payc 


> 


h " Press any key ho continue. -.EENTER to A&ORT" 




KETfCLS AGAlK ; 


( CLS and repeat again 
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BASIC DATA 
STRUCTURES 



People who write their own computer programs are 
usually well aware of 'algorithms' - the logical 
sequence of steps needed to make a program work 
-but often miss out on. an equally important aspect of 
programming -data structures. 

This short series of articles sets out to put the record 
straight and explain just what data structures are 
and how important an understanding of them is to 
your programming skills. 

The computer programmer tends to see 'data* as 
being either structured or unstructured, 
Unstructured data usually means isolated pieces of 
data stored in variables. Each piece of data is treated 
in complete isolation from other pieces of data. In real 
life, however, we are used to structuring our data 
about the world, A telephone directory, for example is 
full of data, but the data is grouped with a 
recognisable structure- Every entry consists of a 
name, an associated address, and a telephone 
number. 

Every entry in a telephone directory is what 
programmers call a 'record" and each record contains 
several 'fields'. In our telephone directory example, 
the fields are: NAME, ADDRESS, and TELEPHONE 
NUMBER. The programmer calls the whole set of 
records (i.e. the whole directory) a file. 

Before looking at data structures in programming 
languages such as BASIC or Pascal t let's consider 
another example of a record-type data structure , 
Think of all the friends you know and the different 
types of data involved in each friend's *record\ You 
undoubtedly know their forenames, probably their 
surnames, probably their telephone numbers, and 
certainly their sex. Furthermore, you possibly know 
their ages, you may know their jobs and might even 
know their salaries. If we look at these data 'fields' 
with a programmer's eye, we'll see that the data is of 
various different types, the NAME and FORENAME 
Fields will be alphabetic characters. The 
TELEPHONE NUMBER field will be numeric data 
(different programming languages have different 
ways of treating numeric data, and there are several 
different number types ■ but well come to that later}, 
SEX is yet another type of data, capable of taking 
only one of two possible values, A variable of this type 
is known as Boolean (named after the English 
mathematician George Boole). Boolean be either 



'true' or false*. It may seem strange that a variable 
such as SEX could be either 'true" or false', but in 
Boolean logic s the values true and false are arbitrary. 
If, instead, we called the variable MALE, then MALE 
= TRUE or MALE = FALSE makes more sense, 

The data about a person's job, in a computer 
program at least, would be considered as string- type 
data (in a language such as BASIC), while the 
person's salary would obviously be some type of 
numeric data. 

You might think that these classifications of data 
into different types are purely arbitrary, for the 
convenience of the computer. And yet people do 
mentally classify data into different types, and 
structure it in different ways. We have already 
considered the RECORD, composed of FIELDS, each 
field being of one or more data TYPES. Records are 
organised into FILES, and this data structure too, is a 
familiar *human 5 one. There are others. Consider 
SETS. A set is a collection of data objects of the same 
type, If PACK is set of objects of type CARD, then an 
object of type CARD may or may not be a member of 
the set PACK. The 67 of Hearts might be a valid 
CARD in some obscure card game, but it would not be 
a member of PACK if PACK were defined as the set 
of standard playing cards. 

Defining sets 

A set is defined as a specified group of objects, all of 
a specified type. A language such as Pascal, which 
allows you declare records and sets explicitly, would 
allow you to do the following: 



TYPE 



COMPONENTS = 'TTL-CHIPS, PCBS, TRANSISTORS, IV UTS. 

BOLTS. WIRE, CONNECTORS, RAM r ROM, 
RESISTORS, CAPACITORS, XTALS, SOCKETS); 

We could then define a set type as: 

TYPE 

CIRCUIT = SET OF COMPONENTS: 

Variables of type CIRCUIT can then be declared in 
the usual way, e.g: 

VAR 

MEMORY-BOARD, CPU-BOARD, I/O-ROARD . CIRCUIT; 
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Data Structures and 
BASIC 

The main point of this series is to show how 
structured data can be used within BASIC programs, 
so the examples given above may seem a little out of 
place. The point is this: human beings have an almost 
infinite capacity of organising simple (scalar) types of 
data into large and complex data structures, where 
each data structure can be thought of as a single 
object. We can easily think of DOCUMENTS, 
composed of PAGES, composed of PARAGRAPHS, 
composed of SENTENCES, composed of WORDS, 
composed of CHARACTERS. This makes it easy to 
think of the document 'letter-to-mum' as a single 
entity, discrete from document 'letter-to 
bank-manager'. We can deal with the DOCUMENT 
object as a whole, For example f we can erase it, print 
it or edit it. 

Individual programming languages, however* differ 
greatly in their innate ability to deal with structured 
data. One of the best is Pascal. BASIC, by 
comparison, is very primitive* Pascal allows the 
progr ammer to create data structures of considerable 
complexity and to deal with them as individual 
entities. BASIC does not. This series, however, is 
aimed primarily at the BASIC programmer, so we 
will look at the various techniques that can be used in 
BASIC to simulate data structures. First, we will 
look at the fundamental tools that BASIC does 
provide, 

BASIC variables 

BASIC recognises only three data structures: 
variables, arrays and files, A simple (BASIC) 
variable may be of one of the following types: 

INTEGER variables 

REAL variable* 

INTEGER variables are a numeric type that can be 
any whole number (no decimal fractions) between 
-32768 and +32767. 

Integers are useful for counting (GOES% in a game, 
for example, or SCORES%) or as indexes in loops 
where the loop must repeat a specified number of 
times. They are not very useful in arithmetic, where 
large or fractional results are involved. 

REAL numbers are numbers such as the value of PI t 
or the amount left in your bank balance at the end of 
the month. The BASIC in your CPC464 can handle 
real numbers ranging from 2.9 x 10 39 to 1.7 x 10 +3S > 
This range is huge enough for most types of 



mathematical work, but you must bear the limits in 
mind if your program involves much 'number 
crunching'. 

STRING variables are used to store alphanumeric 
characters, including digits, 

Examples of simple variables in Amstrad BASIC 
are; 

100 SCORES - SCOREK + 1 

110 REM X INDICATES AN INTEGER VARIABLE 

1?0 VOLUME! = AREA ! * HEIGHT J 

130 REM I INDICATES A REAL NUMBER 

U» BESTS = "CPC464" 

1 50 REN * 1N0I CATES A STRING VARIABLE - THE STRING 
H9 REM BEING ENCLOSED IN DOUBLE QUOTES 

BASIC interpreters, even those as good as the one 
with your CPC464, do not recognise any other types' 
of data. You cannot, for example, declare a constant 
(such as WEEK = 7) that cannot be changed during 
the execution of the program. Naturally, you could 
easily include a statement such as WEEK = 7, but 
later in the program you could just as easily put in 
WEEK = 3, thereby changing the value of WEEK 

In addition to having very few pre-defined data 
types, BASIC does not allow you to declare (invent) 
your own data types. In Pascal, you could do this: 

CONST 

WEEK - 7; 

TtfPE 

DAf = CNONJAY, TUES DAT , WEONESDM, THURSDAY, FRIDAY 
SATURMT, SUflfrAY); 

WAR 

HALFDAY : DA f 

This Pascal program fragment has created a 
constant called WEEK that has an unchanging value 
of 7, a data type called DAY that can have any of the 
values listed within the brackets, and two variables 
called HOLIDA Y and HALFDAY that are both of the 
type DAY. This means that the Pascal statement 
HOLIDAY := WEDNESDAY would be a legal 
statement, but HOLIDAY := 14 would not be 
permitted (:= is used in Pascal for assigning values to 
variables, and is equivalent to the = in BASIC 
variable assignments, e.g. x=10). 

In this instalment, we have looked very briefly as 
some of the basics of data structures and data types. 
Next time we will look at two structures that BASIC 
does allow - arrays and files - and touch upon ways of 
simulating structures such as records. 
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BEGINNING MACHINE 
CODE 3: COLLISION 

DETECTION 



P. K. McBride 

Colli eion detection isn't just about 
hitting things, although that is the 
focus of this article; it is about all those 
situations where images might come 
into contact with each other: Roland 
dodging the dangers t racing care 
crashing into each other or the side of 
the track , or golf balls going into holes, 
Two different ways of testing for 
collisions are covered here, in the 
context of a very simple 'invader* game. 

Of course there is more to this kind of 
game than just collision detection; 



missiles have to be fired, bombs 
dropped , and the program needs to 
handle the several routines which 
manage the different images. It can get 
rather complicated, so to keep things 
simple I have pared down the game to 
an absolute minimum. It is written as a 
series of routines, each of which can be 
expanded when you have got the hang 
of it all. 

The game uses four images - target, 
bomb, gun and missile. The target, an 
alien crafl t drifts across the screen 
dropping bombs at regular intervals, 
The gun is fixed on the bottom line, but 



can move left or right under key 
controls - the left/right cursor arrows 
are used. Pressing the copy key fires a 
missile up at the invader. 
Essential data about the images is 
stored in a block at the start of reserved 
memory (40960 to 40974). 

40943 0,161? Target i cn-ordi fi*l# ! Ifltfliyte^hi^h 
byte? 

40962 ?,1&D ftunx co-ordinate 
409&U,1*D Nil si L* control f la} 
409*5 5/160 N^ssi Le x ca-ftrdi*l*t# 
vD*677,160 NisstLey tc-Drdi ntt* 

IDW9,U3 HQib-cont roL f Lag 
4Ptf70tQ,16fl 8Mb * co-ordinate 
t D»72 1 1 f 1 flfl Bfrib r eo-o* d i n a,t * 
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The 'missile control flaK" can have 
three possible values: 0 shows that no 
missiles are active; L indicates a 
missile in flight; and 2 tells the 
computer that one has just been fired. 
The "bomb control flag' is simpler; it is 
either 0 or 1, for if a bomb is not 
dropping at any time, then the next 
wi 11 be r el eased immediately . 

The program revolves around a single 
loop which calls up the different 
routines in turn to move the four 
images. Within this main loop is an 
escape hatch -pressing ESCAPE gets 
you back to BASIC, 



Ltop: (ALL titgti 
tP I 

CULL NEjiissUfl 
CALL Nib 
LB M* 
CUL BBB1E 

j ir m,tiit 

CALL keys 
JA Loop 



HissiLft tOf^troL flag; 



ESCAPE tty cadt 
M TES1 KET 



Don't mm out the CALU if you 
haven't written the sub-routines; 
replace them with '0,0,0' instead. This 
will keep all the rest of the addresses 
right. 

AH movement routines follow the 
same pattern, Co-ordinates are read in 
from the data block (except for the 
unchanging y co-ordinates of the target 
and the gun); the image is 
over-printed, which wipes it out in the 
XOR screen mode used here. The new 
position is calculated and checked for 
legality, and if it is still within ite 
limits, is reprinted, 

When the target hits the edge of the 
screen, it is 'wrapped round' to 
reappear on the left hand side. The 
ORIGIN has been offset 32 pixels to 
allow it to slide into view. (You may 
notice a distinct slowing down when 
the target is only partly visible. This is 
the ROM routine coping with 
olT-acreen printing.) 

The gun is treated differently; it is 
forced to stop at the edges, and 
attempts to move it beyond the limits 
are ignored. 

When the missiles are first set into 
motion, the program copies the x 
co-ordinate of the gun into the mi^ile 



The bomb takes its startpoint from the 
alien in the same way. 

Collision detection is handled in two 
ways, by reading the screen and by 
comparing co-otdi nates. 

There are three ROM calls that can 
read the screen, 

TXT RD CHAR (&BB60) will return 
in A the code of the character at the 
current cursor position. This will only 
work with characters in the standard 
print grid t and the cursor must be 
positioned first with the TXT SET 
CURSOR call ( &BB75). 

GRA TEST ABSOLUTE (&BBF0) 
tells you the ink at a specified point on 
the screen. The co-ordinates of the 
point are given in DE (x) and HL (y) t 
and the ink number is returned in A. 
BC, DE and HL are corrupted by the 
call. If A contains zero, then the screen 
is background at that point. This 
routine is used in the example program 
to detect a hit on an invader, It tests the 
screen at the point where the missile is 
about to be printed* and counts the 
presence of ink 1 as a hit. As all 
printing is done in ink I, this means 
that a collision with a bomb would alsti 
count as a hit on the ship! More 
accurate targetling can be easily 
obtained by printing the alien in ink 2 , 
and checking for that, It is only a 
matter of changing the graphics ink as 
you move in and out of the print-target 
routine. GRA SET PEN (&BBDE) will 
change the current graphics ink. Load 
A with the number before the ROM 
call. Only AF is corrupted; the other 
registers are unaffected. 

GRA TEST RELATIVE (&BBF3) is a 
variation on the other TEST calL To 
use this s DE must be loaded with the 
signed t offset* and HL with the y 
offset. The ink number is again 
returned in A. 

Co-ordinate comparison is used by the 
program s hit-gun routine. Where the 
standard print grid is used, it is a fairly 
simple matter to compare the 
co-ordinates of two images. Either they 
are the same, or they are not, With 
characters displayed by GRA WR 
CHAR, the problem is more complex. 
Now you have to check that the 
co-ordinates are close enough for the 
images to overlap, In Basic, you can do 
this by using the ABS command: 'IF 
ABS (xgun-xbomb) < 16 THEN.,...\ 



PROGRAMMING 



Unfortunately f there is no ABS in code! 
The hit-gun routine is called into play 
when a bomb reaches the bottom line. 
As the gun is also on the bottom line, 
there is no need to compare the y 
co-ordinates, On entry, DE contains 
the x co-ordinate of the bomb. The x 
co-ordinate of the gun is then read in 
from the data block, and the difference 
between the two is found by 
subtraction. The HL register must 
then be checked byte by byte to see if it 
contains less than 8{H=0, L<8)or 
than-8(H=255,L>247). 



I- ■ ; r y -■ 



Lb HL [tt4421 


gun c*-i^dlMH 


»£ HL,t* 


t I ntf dktl irtnct 


LD A,'H 


check h f*t | 


CP I 




j» Kl f ■ir.ui 




l: *,l 


ChlCk L f^r it 


tf * 
AIT Nfi 


tit rry not s-cl * L * -3 


ik 




CP 2S5 


LA ici LI cent ■ i n i HO 


«T C 




ID Aj,L 


4ht<k L for > -B 






RE 1 L 


E*r.r-y iiIh L <Z*1 i.e. L > -a 



Clearly, it is simpler and quicker to 
TEST the screen, but there may be 
occasions when that is not possible, and 
routines like this will have to be used 
instead. 

When you key in the game, take it 
from the top down T a section at & time, 
and get the bugs out of each new one 
before moving onto the next. Start with 
the main loop, the print-gun, target, 
and print- target routines, but do create 
the data block at the beginning, even 
though you won't use all of it at First, 
and any CALLs or jump instructions 
that can't be activated immediately, 
should be replaced with 0's (NOP - No 
Operation^ so that relative jumps arid 
sub-routine addresses remain the 
same. 

After it is all keyed in and working t 
try designing your own sprite games, 
combining the techniques used here, 
with those from the last two articles, so 
that you have lots of sprites, colour and 
movement. You will find that the 
results surpass anything you could 
write in BASIC, though for a really 
professional gloss, you will have to 
tackle the mysteries of interrupt 
handling to get rid of the final flickers, 
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Assembler Listing 



renLcrit 


: i d! 


^■yrnhlftr 


■win 


XOR 




LD A,1 


1 = C0H ftpd* 




?e^ig,lBE 


CAUL 180 59 


lit icci« 


1f#r( 




LC- bf 64,1 


a cn^ord. beTflPe .p flaring 






CALL pr.fldn 


fcLtbrout i nr t« print 


■. nop 


Zfl5 r H,1t}| 


CALL tirgtc 






5B,4,HI 


LD A,(**"9E,t> 


get aitftl L* contr*L f Ug 






CP t! 


and chttk it 




m # iZl r 1*l 


CALL HZjtllta 


■ issiLc 'auM-n« 11 litlyp 






CALL ta«in 






42,46 


LD v.*: 


4Q«I tpr f St key 






CHL S3E J L 


EH I E St <f f 




3Jp5 


jt. ilftiff 


itf* apt if not pressed 




2«5,9,U1 


CALL ttri 


r -n •: . > 




Zt.,23.8 


IE Luop 


pnd of aain Laop 


til 1 1 


*2,i 


LD *,f 


i^nmrpil print lode 




215,3?,! BS 


CHi A&nS» 


SCt hCCE$$ 




Zi1 




RETuiPn tt. tASlt 




M 


yn p m u h 


tficiri 


pr r gur 


33 ,3*, 8 


LP rli,3;,| 


ifll y cp-ord- Ea LiotEoi E 111 






[ALL iHBCi 


&H* FDVE IB-SOLJrb 






LB- A,Z-* 


L-hintser indi 




2i1pZ*2p.l87 


CALL SB6H 


«RA h>H CHAH 




2H1 


A El 


RtT urn tram sub- TOU 1 k n P 


jrg*5 




L* LH HB-P48} 


(drfltt t co'-nrd ■ 






LD HL,fl,1 


y CD-»rd. 






PUSH HL 


il+Ck TDr sif p-*(eping 




iia 


PUSH Pi 






zis, 111,141 


{ALL pr r ^*rfl 


suti^tiLiUni (4 p* 1nt 






POP *E 






ZZ5 


POP HL 






'? 


lit PE 






il 


LkK D-S 








[Hi Pi 






i» 


m pf 








LP A,D 


tlitrk pail nan 




zi*,* 


CP 2 






54,B 


JH £.,t*r.,-|f 


1 1 U L iegjl - store y i fl-ord 




tii 


LC fc,f 






254,192 


CP T9J 


right idgf pi | ere en 




54,3- 


J e c, 1 * r ■ y 


it'ili ltg»l 




17,0 ,-8 


LP DE,M 


*PT tdflt. rrsft y 


',4 * -Y 


. 57 .$3,8.^3 


bp |40D4I>,OE 


s-tar* n*« y cs-srd. 




?§5,ltl,f4i 


(ALL pr,Ejr 


fijb^*Ulll*l tn print 




?»t 


tET 


lETjrn i« i*i n I.p«p 


pr.ll' 


215,197,147 


CALL (BBC! 


GAA houe ABSOLUTE 




6?,Z?4 


LP A,Z44 


character iUtt 




Z«p?5J,1B7 


CALL I1BFC 


LkRK ye CHAR 




2H1 


RtT 


RE turn tn tergel r-DulirVe 


■ i H i Ll 




LB- &f ,<4B?65 i 


il t s i -1 1 K CD-ore i n # t e 






LD HL,{tiQ47J 


■llfri It V 




z5ji;i 


tP 2 


ft cpritlin.s cnntraL ILof 






J A ff I j ■□ v -i r D 


d i r«idy «n f Ligh: 


setnTf 


z3T,?r,2,HI 


LD UiA^tii: 


K CP-O/rd pf flVrt 




Z3T,S3/5 J 61 


LP <4J9n5>,bE 


pil3 VBtiLjl tQ Hi sti^f 




A?,! 


LD- Apt 


indiclte 1 In f Light 1 




5fl^,lL.B 


LP itl9ttM 


reiel GontrcL 1 Lag 






J It out 




■Oh" 


2tl 


PUSH DE 






229 


PUSH HL 


note order in siick: 






CALL p-r.nl is 


tubrout hnc t« prih? HiaU* 




J2S 


}-:p H; 






M 


LD Br A 


njR.ce- ^ ; T P: speed *f Hl«hl 


1nc 




[HE HL 


■□■r up « piaeL 




14, H3 


BJBJZ 1ne 






54>7,14l 


■lD t«9n7ML 


gieifP nfb> y ?o-nri. 




z2? 


FUSM Ht 






In 


LD Spt* 


pu a PE HE *- rj 5 J EC- niddl* ni r , 


■ J j u it 


Z7 


PeC BE 


■zhirac ter squire bet-pre ,, 




14,253 


DJHE IdJUtt 


'E Sling. JiibbL 




23:i,2tB,lB7 


C1LL tSBFfl 


4AA TEST ABSOLiJIE 




2Zi 


POP NL 






2 89 


P^P PE 


rt-c La i ■ origina . i id i je 




25t,1 


CP i 


u«LUt- AT A nTlff TE&T? 




41x2-1 


JR. 






12t 


ID 


check y to-ofrJ 




25^1 


CP 1 








JR : r 3J 


car-f set " y ten hiflh 






LC l,B 


1. u r r « ■ ? 1 1 1 1 o 1 f 






Ld (4fl9tH),A 






3*,lU,3 


LD- «l,44,fJ 


HUM iiiisiLf- V fur fltx E lUftl 




34,7, lbB 


LB- <*I967),HL 






?«i 


RtT 


RETil^n tD PI in .cod 



■>ut 

hit 



Zi5,0 P 14t 



{ALL pr ,iitt 



suhTDUtirle lo- prlni msiE'it 



pj,l-i t 



pr,ki«s 



keyi 



,#it 



de t g u i 



ou t p urs 



incgun 



bnab 



zii 


RET 


ALT urn E-P Plln {oust 




Lt - A >l 




94,4,144 


■ ■ ■ ■ ■! Ti ■' 1 '■ ■ 

1 !■ kfl tC-h J , A 


r-fj 1 1 ■"iSbiLt cor t rr> L t 


IB^fl-j-lfii 


Lt f4i D 6Q),A 


1-jrn otl bGib H if i r y 




Lb HL,DL H B 




3*, 7,161 


LP [C8D47 J ,HL 


ruer ussiLe y rur nfi 


33^***1 


.D PL^^h" 




5* H ^.i6B 




rvfif gun e 


S3hIJ 


LD ML, 8^8 




34,f^li 


1 Fl t ' 1C-A 0 1 U 1 

LP \+Wr99> ^HL 


fh£ai r j r n d f v 
f C s-C L Li rL ,l n *■ 




l h ■ J £ 'l 
lit A„l*rTf^J 


"55 ii T CO r P 


6-B 


IIC A 


add ore 


r ■ J A .■ Ai 


L P < +y ¥ r h J , n 


j. t n r t neu s c d - e 




PUSH A' 




f*s P ai r tss 


CALL tBCH 


SL1 CLErii 




LP HL H 1 f 1 


■ □¥ 1 p CO L u*r l 


ZlS^lt7 r 1S7 


CALL 4B57S 


■ VT PET r li D< n D 


HI 


D 0P AF 






LD B h A 


— ■ mm mm _■_ mm mm m\ Il ' I. 

■U B DC r nl nits 


1*7 


PL Si HL 


. T 11 J lO □ 1 J P . d Jr 3 Hi ' S 


r]-Z r 253 


in ■ n ET1 

LB- A r 2^3 


cNirjcrfr ende 


- 8 ■ p # 1 


( 1 L 1 3B l j i- 


TL T LID mil 




n r .n mm H 

POP 6 1 






DJHZfir ,-hLi 




m n.iF ■'■ M 4 i JL 

l?5 r Z"B H H&i 


jp sE,irE 


Sij- . again aner niL 


?,B.,y 


PO'P 1 s 




ZS5 j"3#Z,lBi? 


- H 1 1 M b JL ■ B 


r. a i iriui h u ■: n i i TT 


d^-,145 


■ mm k J 1 f 

LD 


ihirittar cade 


ai5,?5Z,1i7 


(ALL AiBK 


G R MR tHrVH 


211 


DC T 

RET 


D E T ■ » ■■■ r ■■■ >| rri 1 a 




I Jb jj n 
Lt A h T 


HJHT KBY 


— j ■ lijL jj jj m 

ZlS h 3i F 1 ST 


CALL ihBil 




kB j 12 


*E t P Lett 


2 k f n P t doyn 


?B- / 4 H 1cB 


. _ fe; ji j i .' i. 

LP H,L4i9 , rjt> 


■ i "5 51 Lb tpntroL t Licj 


Z?4,l 


vP 1 




T92 


(El HZ 


prtTurn ii i'i (joy 


DZ,Z 


LD a,z 






LD UB?aO r *i 


■f.f t f L jl g t lt 2 


2B1 


RET 


feUti tn ■■ i p c?p 




L* -i,B 


i tf C l r r n y 


iB&,30,U 7 


_ _ _ , paa jj r 


CPI Tf g T S ET 


41,35 


m mm % ■ _ 1 . 

JR I, right 


I '1 rpt rjgun 


Z3 7 j 9 1 ^ Z , 1 &* 


■ m r. r i l □ Ti.i 1 "i 

lp pE^ivype^] 


JS . . JL _ .\ JL _ Fi F H 

pur ■ CS rjrq 




PU3-H ?E 






CALL ( '.*U n 


tn crise iE 




rflp DE 




0^3 


i. mm. m 

Ld 8,1 




2? 


tec ae 


iCMt 10 Ltft 


14 * 2 53 


:• h: dtfgum 




1Z? 


LB- ApD 


etiect K y*Lu* 


J^t,B 


CP 1 




32,8- 


JR : g.i- 


in r*rpe 


123 


LP A^i 






CP h* 


1 e r t L 1 ■ 1 1 




JR >{. , c j'. i|J 




17,**j* 


LD DLjd^jB 


"65(1 gun K Cfl-nrJ 


Z37,l3,2^16cl 


ii mm J J JB rl> J Ti T_ JL P" 

^D [4194?} ,iE 


sio't npy k 


215,61,160 


t* L U pr -flun 


reprint flun 


2fll 


RET 


tETy^b tb PI in IPQp 


42 ,,1 


LB- Apt 


right i-^o^ £Cdl 


2BS ,38,11? 


CALL SBffti 


■ LJI m jb m MP 1 — 

ir% IE SI KEY 


i B 9 


Hf T 3 


I if nbE dOIrn 


237 P 51 ,Z r 1*i 


LB D-E r (4-19*2* 


gun i co H -ard 


f15 


PJ^H DE 






CALL pr.aun 




ZH 


ffl8 DE. 




b,B 


:D H,=. 




19 


[HC PE 


mart rigJlt 




T-JHI incfun 




1ZZ 


LD A p p 


chetlc j l'j L j« 


254,Z 


CP £ 




iD.a 




carrv t , s L P4 


123 


L* A H E 




?st H i?a 


CP 1« 


right iiiiE 


Sfi,3 


JR Cn-C-Mt? 




17,12b, 2 


LD PEpfZM 


reset e vaLu-e 


ZIJ ,8.3,2,141 


LP UIDA2) r BE 


st pre ney i 


cB>5^B/H8 


CALL 0t-.jLJfl 




Zii 


51 ■ 


ti^UTfi t« Ip'n L&op 




LD * r ^B9t9) 


cafjb cnPE rpL * LdO 


mil 


CP- I 






Jt HZ,iEiiyp 


1 1^ iL't#d!f dropping 
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3D SPACE RANGER 

THE EPIC BATTLE TO 
DESTROY THE DEATH STAR! 

• PENETRATE THE AH EN DEFENCES 

• BLASTYOURWAYTHROUGHTHE 

ENCIRCLING TRENCH 

• ENTER TH E TU N NEL. . . AND 

STR I KE AT THE REACTOR CORE 
•STUN N ING 3D G RAPH ICS! 

TOR AMSTRAD C f» C464 

TH E S pace game to £7 qc 
challenge your SKILL! vat & p QS ta g *> 




ALSO 


ER*BERT 




AVAILABLE 


THE ZANY 


£5.95 


FOR AMSTRAD 


CUBE GAME 


Irre VAT & Post a g* 



Available now by fast mail order, direct from Mierobyte Software. 
And at marry computer shops nation wide 



software 




Microbyte Software (M 3| 
IBHilgrqve Road, Newquay, Cornwall, TR7 2QZ 



MHMWTLINE 
TtLHO:063?16SS6 




TIMATIC SYSTEMS 



Registered Office 
Newgate Land, Fareham, 

Hants. PO!4 IAN 

TeJ: FAREHAM (0329J 239953 

TIMATIC SYSTEMS now stock the full range 
of Software and Hardware for the CPC464. 
This includes full RS232 Interface, with 
Software on Rom. Option for extra Rom's ie, 
Forth, Pascal, Modem etc. Parallel upgrades to 
BBC available (type user port). Maxam 
assembler on Cassette, Disc and Rom. Timdisc 
5 V 4 " 2nd Drive, provided with Utilities Disc's. 



Printers available: 

Shinwa, Epson, Brother and DK Speech Synth. 



Sales & Repairs 
Fareham Market 

Fareham, Hants 

Tel: FAREHAM (0329) 236727 

IN STOCK 

OVER 1 30 AMSTRAD CASSETTE TITLES 

SOFTWARE FORCPM SYSTEM 
MACRO 80, MICROSOFT BASIC 
MICROSOFT BASIC COMPLJER 
OTHER TITLES ON REQUEST 

DISC DRIVES IN STOCK 
CPC464DDI-1 £199.95 

TIMATIC 5 V 2ND 
DISC DRIVE AVAILABLE 



MAIL ORDER WELCOME 

S.A.E. FOR FULL LIST 
P & P FREE OF CHARGE 
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coy 



pr-, bQib 



h i t 



« i [>u i 



boo* 



BASIC Loader 
Program. 



1| 1 eoLU si or detecci o-n 

28 1 P.K.Mc&Mde 1911 

30 HENflPf 4B*S9 

40 r i 5U«^4284; **41468 

50 

60 x=B: 1 used for checksum- Renew*- this 1 i- 
i#b in nest Line wfieri pro-grai O-k. 

70 READ b:lF b<>999 THEN POKE a,b : a =a + 1 i x = ic*b 
:GCTG 70 



.j 



PROGRAMMING] 







nfiuii 


91 B 




Lb i,i 






LD (40969) , A 


r csH T Ll-fl 


100 




LD Hi, 240,1 




1 10 


41 B 1 6B 


LP PFvUSQtB) 




m 




ID <C|07fl} H bE 


l***1B"f*r a viLuc TB b^KQ 


1 JD 




J A pr . bomb 


ro-yflnt to priht bBUS 




237, PI , H , 1*1 


LB DE H 1 iB^e;' 


boab *e CD*nrd 


1 


* ? „ 1 2 ^ 1 6 B 


LP llL,(«?72) 




313 

?85,1fiB,161 


PUSH BE 
PUSH !■ L 
(ALL pr .barb 




159 

r6i 
ifi 

1 B-3 


iT,B H a 


POP Hi 


hpub's h«1ffhi- tdjuittd by 


237,12 


SBC HL,BE 


& j b t r a <: i. ■ S ' 




2 BP 


Pfl-P fiE 


r# c i ■ x CB'-Cir'd 


1 25 


LD A,.L 


■:. h h- - r hti gbt -n Lwi^l M^dtr 256 






CP" 32 


b»tta* H nr* 




56^1 2 


- H C^Kit-gun 


carry - reachtd bO-ttP* 


E10 


3.C,1?,1«B 


LD i;4B97Z),»L 


ttflft bpab ^ to-B-f-d 




ilij 192,1B7 


CALL ifi&ea 


C»* MOVE ABSOLUTE 




■ , 4i ^ * 


LP A/3-32 


Ch-intttr c&de 




?0S ,75? P 1£7 


CALL t£|F£ 


& R Ml WR CHAR 




211 


ftET 


fttTu^rt -to i-^-ii 1 o .1 p •'' boi b 4. P . 


C 3 O 


42 H B 


LD A r -i 






Lb (Ufffl9J r * 


reset bam b con t POi f L 1 g 






LP 5-1 i-a^e?; 


gi^n jc cg-ord 


r: 60 


217 ,-12 


SBC HL r Dt 


DE ^old¥ b-oali a Cif-BTd 




LD *,H 


l h * c k rvEuU 




iz,& 


CP 0 

J P N Z , H i n U t 


fi-D-ilt^V* maLL number? 


??& 


IZl 


LD- A,L 






2"54,B 


fP B 


cLgse eac-u-ah? 




3-01 


A r 1 hi 


PCtvrn if S cr «BfC 


fin 


2*, 7 




B I h »f W 1 it D roi 




H J 5 5 


CP ?S5 


A CBPiTfl ins H Lgc 




216 


*ET £ 


PETuPfl Si LiS& 




1 25 


Lb A,L 






2 5 4 ,.2 4-7 


CP 2*7 


FP^-U negative ny*b(P 






re- r C 


RE Turn If not 




i 1 ,r L J H a 


LD- «L r ?5 r B 


flEddLt *f fa^ttg* Lite 


Tin 


20^117,187 


CALL 16*75 


TIT BET CUB 5 Hi 




4?,** 


LD- A ,64 


t*> 




7B5 ,?3,1B7 


CALL l&B;?.S 


TXT Ul CHAR 


6£,7* 

2*5,93/187 


rt r 79 
CALL tflB^D 


(O 1 

TKT UH CHAP 


366 


62,79 


LD A ,7 9 


10' 


2B5 ,93,1*7 


L'4Ll IBB5D 


TUT VR CHAP 




42,77 


LD A, 77 


If* 




2 B5 5 J B 7 


C4LL BBB5D 


TXT VD (HHP 




1 H B j 1 2 a 


LD B,Q H 1 2B 


&(t jp delay tin 


S7fl 


11 


DEjC &C 




3£0 


' : 3 


LD A,i 






177 

1 r r 


fl-ft £ 






12,251 


JP Hi,-J^U- 






33,2S,B 


LB HL„25,S 






2B5 # 1 17, 117 


HALL 4lB7i 


TIT SET CUH5PS 






LB B r 4 




ll-F 


PUSH EC 




416 


aliSi 


Li « r 52 


cade 'nr ipB|.e 




CALL tBB^P 


tit yn CHAR 




19 J. 

1 t , ?t? 


POP BC 
DJWZ Ifipf 




426 


Nil 


RET 


AETur^ ta Biin LBO-D 



1 ijEjtEi bLock 
ATA. 0^,64^1 8^' 
1 s#t X&fl: priht mode 
[PATJ^ 62^1^265,89,1^ 
1 main loop 
BAT*. 17,60,205,60., 

DATA 205,111,161,6?,! 
5,9^161,24^230 



1 print gun 

DATA 33,53,6,285,1^,187,62,244,205,25^1 
S7,?01 

1 target handling sub-routini 
DATA 237, 91,0, 166, 33,8, 1,2Z9,ZB, 265,1 11, 
168, 289, 225,19,19,19,1?, 122^54,2 ,56, 9 
DATA 123,254,192,56,3,17^ J1 0 X 2J?,S3,D,160 

# ?8S,111,T6&,201 
Sprint target 

DATA 205, 192, 1&7, 62, 226, 265, 252,187,281 
1 fti &s 1 Lt handler 

&ATA 237, 91, 5, 160, 42,?, 166, 254, 2 ,3Z,f 5, 23 
7,^1, J, 166, 237, 13, 5, 166, 62, 1,56, 4, 168,24, 
^6 

PATA 21 3, 229, 265, 0,161, 225, 35, 16, 253, 
34,7,160,229,6,16,27,16,253,285,2^0,187,2 
25,209 

DATA 254,1,^8,21,124,254,1,56,12,62,6,50, 
4, 168, 33, 64 ,8. 34, 7, 166, 201, 265, fl, 161, 281 



1*0,33,64,1,34^,160,33,0,0,3^,0,168,58,1 
4,160,66,50,14,160 

PATA 245, 205,26, m,33,1, 1,205, 11 7, 1S7,?4 
1,71, 197, 62, 253, 205, 93,^7, 1^3,16,247,195 
,Z0,l6H^vJ l 1 ^,l3 
p print ■ i s s i L s 

DATA 205, 1 92,187, 62, T45, 205, 252, 187,201 
■ tontT<?L tsys - fire? 

DATA 62,9,20 5,38,lfi7,40,12,5M,T6&,25 4,0 

,192,^2,2,50,4,160,281 

J b&vb Left? 

&ATA 62, S, 215,38,187, 48, 35, 237, 9 1,2, 160,2 
13, 265,60, 160, 209,6, 27, 16v,253, 122, 254,0 
,32, 6,123,2 54, 64, 49, 3,1 7, 64, 0,237, 83,2,16 
0,285,60,168,261 
r " move r 1 5I1 1 ? 

DATA 62,1,265,30,187,200,237,91,2,1^8,213 
,285,60,160,289,6,8,19,16,253,122,254,2,5 
6, JS, 123, 254, 12B, 56, 3, 17,1 28,2,237,63,2, 16 
0,205,60,160,201 
9 hamh routiFve 

DATA 58, 9, 168, 25 4, 8, 32, 18, 62, 1,50, 9, 160, 3 
3, 248, 0,237, 91 ,0,160, 23?, 83, 10, 160, 24, 24 
DATA 237,91,10,160,42,12,160,215,229,205, 
160, 1 6 1,225,1 7, fi, 8, 237, 62, 209, 125, 254, 32, 
56,12 

1 store position and print bomb 



,187,281 

440 1 pgmb at bottOl Line - hit? 

450 DATA. 62,0,50,9,160,42,2,168,237,82,124,25 

4, 8, 32, 6,1 25, 254,B, 203,24, 7, 254, 25 5, 21 6,1 

25,254,247,216 
460 1 bPQii mEssage 

470 DATA 33,25,8, 2 05, 117, 187 ,62, 66, 20 5, 93, 18 7 

, 62, 79, 285, ?3, 187, 62, 7? ,285,^3,187, 62, 77, 

285, 93,187 
488 1 de-Lay and erase Message 
498 DATA 1,0,128,11,120,177,32,251,33,25,8,28 

5, 1 17, U7, 6, 4, 197, 62, 32 ,205, 93, 187, 193, 16 

,247,281 
580 999 

518 5T(JP: 'cheek that 1=54149, and that a=4H 
*6 after data read.ftENOU£ THIS LIN£ AFTER 
CHECKING 
520 inSF 0 
530 ORIGIN -64,8 
540 CALL 40*75 
550 STOP 
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Printer Re vie w 

Reviewed by William PoeL 




The search for the Top 
Bit 



What, more printers? Well - err - yes: 
but the DAT AC Family have something 
rather useful to offer Amstrad 
owners.... the eighth bit! Read on. 

There are a lot of printers on the 
market, Epson have tended to regard 
the dot- matrix market as their own 
private property, and have got a shade 
complacent and arrogant in the 
process. And yes, the writer finds some 
of the Epson publicity stuntery to be 
extraordinarily tasteless. Their 
presence on the awful Ultra Quiz put 
the public image of computing back at 
least 1000 years. 

Brother have sneaked along w T ith a 
very competent range and the new low 
cost standard in the shape of the 
Ml 009. Now Datac are having a crack 
at the same sector with a range of 
own-labelled equipment from the large 
Japanese manufacturer , National 
Panasonic. And from what we've seen 
of it so far, it is very good. 

It needs to be to cope with the printer 
overpopulation of 1985. 

Open the box„„ 

No complaints with the DX120, Well 
packed, all there - including the 
obligatory transit screws. The manual 
- frequently grounds for some 
trepidation -bears all the hallmarks of 





actually having been proof read by a 
native English person for once. And a 
reasonably literate one at that. 

The DX109 manual has yet to 
succumb to this treatment, and 
contains the usual desecration of the 
English language: 

'As the registered character is printed 
out with the half-dot pitch, please 
avoid to register the font that uses the 
same pin i n s ucession. . . . ' 

The DX12Q is worth the extra for the 
comprehensible manual alone. 

In fact, the DX120 manual is 
delightful , and deserves to be regarded 
as the standard by which all others 
should be judged (I still prefer the 
Epson ones -Ed). We reproduce the 



superl line drawings here since this 
displays the multiple option paper feed 
system very concisely. 

Features and 
functions 

The DX120 (Panther II) is the top end 
model at £319 + VAT (£366,85) and 
does just about everything. It's 
appearance is perhaps a shade 
deceptive: the last printer I looked at 
that did all that the DX120 does cost 
over £1000 and was built along the 
lines of the proverbial exterior 
Svashroom', Although sturdily 
constructed, the DX120 doesn't cause 
the table to sag in the fashion of a good 
old Centronics 700 + 

The Panther II has a very passable 
near letter quality (22cps) mode, 
proportional spacing, 120 cps 'draft 
mode T and IBM (who they?) graphics 
characters and compatibility. 

The DX109V {Panther I) comes in at 
£278 + VAT (£319.70! and is pretty 
much a straight Epson compatible with 
80 cps print speed. 

The APLLE fsic) uses a 7-bit 
Centronics interface (we are not alone), 
so both printers can set the top bit 
using the ESC &3E &BC sequence. 
Throughout the test the printer 
proved to be so good that Amstrad User 
bought one Panther II and a visiting 
manager I rum Amstrad customer 
services bought one for hi s department . 
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peripherals) 




A Japanese Plot. 

Just recently all the major typewriter/printer manufacturers seem to have introduced 
various combined typewriters and printers. Brother is perhaps the most notable -having 
several units currently available -unfortunately for CPC 464 users, they generally use an 
RS232 interface rather than Centronics and would therefore require an extra bit of 
electronics and software to be used with your Arnold, A further interesting development is 
the introduction of colour to these devices, which will obviously be of interest to users of a 
colour computer. Silver-Reeds new contender for this market will perhaps be the most 
interesting to Am s trad users, 



In a slender ivory case (12.7 11 x 10,5" 
s 2 H 2") and weighing 5.51bs, once you 
work out just which way to "PUSH" the 
Hd to open it, the SILVER REED 
COLOUR PENGRAPH ER 50 is 
revealed as a neat little machine 
featuring 44 
typewriter style 
keys plus function 
keys, Matt-black 
and shaped, they 
have a positive fed 
and are set at an 
angle which is 
comfortable in use, 
Above the standard 
layout, six 
calculator-style 
buttons on the left 
determine colour , 
print mode ? line 
spacing, print style, 
size and direction 
whilst a bank on the 
right include six 
Calculation keys' 
and four controlling 
print head movement and paper feed, 

The EB 50 comes with a 58-page 
manual, clearly set out, mainly in 
pictorial fashion and there is a nice 
fold-out diagram of the complete layout 
of keys, switches etc. inside the front 
cover, with numbers in red indicating 
the page on which an explanation of 
their various functions can be found. 
Instructions assume that this i& your 
first experience of this type of machine, 
taking you step by step through 
insertion of batteries, connection of 
power supply 1 setting of the four 
coloured ballpoint pens and paper 
injection to your first cxcercises in 

Lg, 



Ink colour can be chosen from black, 
red, blue or green; print style gives a 
four- way option of "standard', 'standard 
underscore*, 'italic' and Italic 
underscore*. There are three sizes of 
print on offer:- 




Large; 4,8mm (019 in.) 40 chrs per line 
Medium: 2.4mm (0.09 inj 80 chrs per 



Small: 1.2mm (0.05 in.) 160 chm per 
line 

Line spacing has four variations, and 
printing can be executed in three 
directions, though care needs to be 
taken with positioning when changing 
from one direction to another, 
However, this ability to print text 
down the page, bb well as across, can be 
invaluable for labelling the axis of 
graphs and other diagrams, 

The current settings of all these 
options are shown by indicators in the 
LCD display, though on the machine it 



is sometimes difficult to see 
unless they are viewed from exactly 
the right angle. A rotary control on the 
side of the typewriter allows the 
brightness of this display to be 
adjusted, so this may not be too great a 

problem. 
There are three typing 
modes:- Direct 
to Paper (an optional 
extra set of pens 
is available to allow 
for corrections to 
be made on t he paper 
in this mode)* 
Correction Print, 
where alterations 
can be made to the 
text on the liquid 
crystal display before 
it is printed out, 
and a Non-Print mode 
for use with the 
calculator facility. 
(Though it is possible 
to have the results of 
any calculations printed 
-invaluable if you 
need to make a last minute calculation 
while composing a letter or invoice etc. 
Print quality is clear and easy to read* 
though not comparable with that 
produced by more expensive machines, 
and you are limited to using single 
sheets of A4 paper - though it is just 
possible to print single address labels 
without too much hassle. I did find it a 
bit temperamental as regards paper 
quality - ordinary top copy typing 
paper failed to feed through correctly, 
producing increasingly sloping lines, 
but with Bond quality it is now 
working very successfully. 
Of course, as its name suggests, the 
Pengraph is very much more than ju^t 
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a typewriter, offering the facility to 
draw eleven different types of pie, bar 
and line graph, and a (maximum) 12 x 
12 table. 

After the size and type of graph has 
been selected, and the data has been 
entered, a test' allows you to see what 
area the finished drawing will occupy, 
adjustments can be made at this stage. 

For those who find things easier 
to understand in visual form 
ability to create multU 
manifestations of data in, 
of diagrammatic foi 
wholely addictive S] 
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Club Secfefe^ 

for anyoneMwfl^^ of 
writing of let%^ 
at home. Printlfinw^^ 
is fairly slow - all Hgkt ifvfo~«iI5fi! " 
with something else" 
but somewhat frustrati 
a heavy work load. The prim^acteamt 
support features such as emp 
condensed and double strike etc., 
users of Ainsword can ignore all the 
Printer Control Chars. In fact there is 
only one Escape sequence' the printer 
understands - to switch it into plotting 
mode. 

The manual also includes some 
sample programs for drawing simple 
shapes ■ very helpful to the beginner 
-as long as you realise that our 
equivalent of LPEINT is FEINT #8. 



PRINT #8,CHR$U8) 

will switch the printer into graphics 
mode * instead of text appearing 
directly when sent to the printer, 
several special letters will cause it to 
perform various functions, (for 
example, followed by two numbers 
that arp fippnEfited h y C 0101 * 1 * 3 
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T 

printed Y in fact ? when in graphics 
mode, several other fimctions are 
available, that are not in normal text 
mode: the current pen colour may be 
changed, the size of text may also be 
changed, as may the orientation of the 
text - in fact upside down text is 
possible in this way, though it is not 
available when the Pengraph is used as 



a typewriter. 

If the printer is used with Amsword, 
then several printer control characters 
can be set up to switch to graphics 
mode, change pen colour or text size, 
then switch back to text mode. 
Unfortunately, it is not possible to 
switch to underline or italic text by this 
method ■ the printer must be switched 
back to typewriter mode and the 
Lge made manually. 

Foregoing has stirred your 
of these devices, then I 
sw words of warning, 
is easily readable 
tetter than the 
irinters - it 
to describe 
ie letters 
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of four pens 
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does seem a little 
!umour has it that the pens 
[ys little pen/plotter are also 
Smpatible, though I couldn't say if 
they would be any cheaper. 
However, taking these limitations 
into account, the EB50 still 
outperforms the greater majority of 
similarly priced printers, and for the 
same money you also gain the use of a 
quite reasonable portable electric 
typewriter with the inbuilt ability to 
present numeric data in an easily 
digestible form . 
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INTRODUCING 
THE CAMSOFT RANGE 
OF AMSTRAD DISC BASED 
BUSINESS SOFTWARE 

Professional ly designed to utilise the f u II power 
of CP/M on the Amstrad CPC464 
Disc Drive, the suite of packages include: 

Invoicing, Sales, Purchase and Nominal 
Ledgers, Payroll, Stock Control and the 
powerful CAM BASE Database System. 



Single Drive Systems from £39 
including VAT & carriage 



Send for detailed daxa sheets to: 

Cambrian Software Works 
Unit 2, Maen offeren 
Blaenau Ffestiniog 
Gwynedd 

Dealer Enquiries Welcome 



SPECTADRAW3 THE LATEST VERSION OF THE 
ORIGINAL AND BEST POOL5 PREDICTION 
PROGRAM FOR THE 48K ZX SPECTRUM!! 



AN D NOW ... AM STRA-DRAW - TH E FIRST 
POO L5 PftED iCTrON PROGRAM FOR THE 
AM AZ ING MEW AMSTRAD CPC 464 ! 1 






• SuppSied with Database corttatnir^g data on over lO r 0QO matches 
since 1980! 

• You upckate tfte Database each week - but no tedious typing, as 
learn and division narres already in program! 

• Errors easily corrected - the prog rami even checks you r entries ! 

• Comprehensive instruction manual and menu driven program - 
ea&y to use, even for a newcomer to computing ! 

• Will forecast the least likely draws tor those who prefer to bet on 
fixed odds! 

• Bu iJt in perm generator - complete you r coupon di rect from the 
screen! 

• Fully microdrve compa tittle ! (Spectadra w on ly ) . 

• Compatible with Currah Microspeeth - the first pools program to 
lead you its predictions! (Specladrawonly). 

Spectadraw 3 for the ASK Spectrum. ..£9,95 inclusive 

Amstra-Oraw for the Amstrad CPC 464 2 £9.95 inclusive 

tCheques/PO s payable to 6. 5. McALLEY) 

We dispatch every Monday with the database made up to include all 
matches up to the date of dispatch. 

S PECTADRAW (DeptC U I 1 Gowleaze, CW nnoi; Oxford OX94TD. 

(Tel: 0844^52426) 
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Problems solved, Questions answered, 
Hints supplied, Universes saved etc. 



Custom printing 

Having purchased the TASWORD 464 word 
processor I am delighted with its compatibility with 
the DMP1 printer in general use ? (e.g. this letter) but I 
came unstuck when I attempted to use the PRINTER 
CONTROL CHARACTERS at the bottom of the 'Help' 
page. 

After studying the TASWORD instruction book and 
referring to the DMP1 manual I have come to the 
conclusion that the DM PI manual does not give 
enough information to 'customise' the TASWORD 
program, even to the extent of being able to under line 
words or paragraphs in the text, 

I would be grateful for further information on the 
versatility of the DMP1 to customise my TASWORD 
program, therefore allowing me to utilise it to the 

full. 

T.H.N, 
Gosport 

Ad): The Tasword word processing program was 
written to support most Epson compatible printers. 
Therefore you will only be able to implement the 
control functions supported by your individual 
printer. 

With the DMP 1 you only have available the facility 
to double the size of the print. 

Modem 

W * Asa currently-isolated M i cr on e 1 80 0 member of 
PRESTEL I would be delighted to hear whether you 
have plans for a modem and support program and 
whether it is expected to have a large user-base 
through this medium? 

PAB, 
Sheffield. 

AcU: We get asked this question less frequently 
than expected, and as a result modem and serial 
interface projects have tended to sit on the back 
burner. Third party vendors are beginning to emerge 
(Protek for one) and we suggest you watch out for the 
adverts. 



Serialised 

Thank you for the pile of leaflets , reprints etc, 
describing the CPC464. 

I have ploughed through them all but from none 
could I find the answer to the question I sent to you -Is 
it possible to use a Brother EP44 3 as a printer on this 
machine? 

Do you have a cable to match your Centronics 
parallel port to the RS232 of the Brother? Or does 
Amstrad have any plans to equip the CPC464 with an 
RS232 port? 

This is the only detail unanswered which is 
preventing my immediate purchase of your excellent 
outfit. 

ACU: It is possible to use any standard Centronics 
type printers with the CPC464, Amstrad will have an 
RS232 interface avaliable in July, Other third party 
vendors are just beginning to offer such products, Try: 

KDS Electronics 
15 Hill Street 
Hunstanton 
Norfolk 
PE36 5BS 

Break proof? 

xy * Attempting to reset the machine with [CTRL1 
[ SHIFT] [ESC] gives rise to -Break* but not a 
rebooting of the machine with Basic. Could you please 
advise whether this is a fault and I should return the 
machine for service or if there is an alternate way of 
rebooting. 

N.H. ? 
Oxford. 

AcU: The [CTRL] [SHIFT] [ESC] sequence should 
totally reset your computer. From your letter you 
appe a r only to be prod uc i n g the I F SC I fu n ct i on , 
The cause of this is either that you are pressing the 
I ESC I key first instead of all three key s together in the 
sequence [CTRL][SHIFT][ESC1 - holding each key 
down as pressed, or that the [SHIFT] or [CTRL] 
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keys are not functioning correctly. 

If problems persists, test the [CTRL] and [SHIFT] 
keys Independently using one of the various KEY 
commands. If yoti find a fault, you should return the 
computer to your retailer for repair. 

Doctor's Casebook 

Ql I am considering buying an Amstrad CPC464 
for word processing and some medical use, having it 
had recommended by a colleague. However, the 
Sheffield retailers of the CPC464* disc drives and 
priaters have no further details, including software 
availability. 

1) What capacity is the 3 " disc drive in formatted 
and unformatted form, and is this single or 
double sided? 

2) What is resolution of both monochrome and 
colour monitors? 

3) I understand a CP/M disc based word processing 
package is available. Is this also available as 
ROM? Could you please supply details of this 
*Microscript/ 

4) Is a double disc drive available for the CPC464, 
and does the DOS provide a total disc to disc copy 
facility to enable the creation of back up discs? 

5 ) Do you envisage the 64K RAM being expansible 
at some time in the future? 

6) In relation to question 5, although it is CP/M 
compatible, how many of the programs are 
available for use with the 42K user-available 
RAM? 

7) Are the 3 M discs readily available both as blanks 
and with software as the industry standards 
seem to be moving towards 5 V4" and 3 ty$!f* 
standard both British and Japanese 

Dr.S-P.G., 
Sheffield. 

Amsoft software is only available on cassette 
and disc, they will not be producing any ROM based 
software, 

Amstrad have no plans to extend the 64 K RAM in the 
nearfurture 

The following company are able to offer the service of 
producing any compatible CP/M software to the 
CPC464 format, 

Timatic Systems Ltd. 
Newgate Lane 
Fareham 
Hants 
P014 IAN 
Tel: (0329) 239953 

Appendixitis 

Ql I have recently purchased an Amstrad CPC464 
computer. On reading the manual I came across 
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numerous references to control characters and 
additional commands given in Appendix VI ? all I 
found was the graphics and Text Planners. 
1 would be grateful therefore if you could send me the 
part of the manual which is missing, 

ST"! 
. 1 . , 

Oxon. 

CU; The reference to Appendix VI giving 
information on control characters is an error in the 
first edition of the manual The information is 
contained in Chapter 9 Page 2. 

What's in a (file)name? 

Q J I have problem saving files on my disc system, 
The names seem to get scrambled, 
Entered File Names = MICHELLE. TERRY. 
MARGARET. STEWART. 

Saved wrongly as follows: 

CAT 

Drive A: user 0 

MINICHEL.BIN 17K TTERR. BIN 17K 
MAMAflGAR* BIN 17K ST&TEtf A . BIN 17K 

1 01 K free 

It seems to go wrong with BIN files. 

T.T.W. t 
Bury St. Edmunds. 

ACU: The problem described in your letter occurs 
when you use string variables as file names: 

INPUT NAMES* 
SAVE NAHESS ,,b ,et c 

The solution is far quicker than the explanation of 
the mechanism that causes this, and in order to avoid 
this problem you should add: 

1 0PEN0UT "dummy" 

2 HEHflRY HIKER- 1 

3 CLOSEQUT 

8th bit's bite 

One of the uses we intend to put our proposed 
system to is the preparation, via a word processor, of 
broadsheets, articles and papers in addition of course 
to membership lists and mailing lists etc. With such 
applications in mind the normally cosmetic 
requirements of subscripts, superscripts, and true 
descenders become quite important , and we are 
considering the SHINWA OR MANNESMAN N MT80 
as likely machines. 
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Our confusion arises from the fact that these printers 
require 8 bit ASCII codes and whether or not your 
computer would support such machines without losing 
any of their facilities, or would it be necessary for us to 
purchase something like the Parallel Interface offered 
by fLD.S. Electronics. 

FiX, 
W. Yorkshire. 

U: Regular readers please excuse us: this 
question is probably the most frequently asked of all, 
but new owners are entitled to be let in on the secret of 
the 8th bit... 

The difference with the 7-bit interface will only have 
an effect if you wish to use your printer for graphics 
using ASCII codes over 126 - which isn't really ASCII 
anyway. 



Word imperfect 

Q: I have just bought an AMSTRAD CPC464 
computer with DM PI printer and the 
EASI AMSWORD word-processor. 

Whilst I appreciate that this program is an 
elementary one I do feci that the instructions are very 
poor indeed. For example it was only after a 
considerable waste of time and paper that I discovered 
how to paragraph text, A simple statement in the 
instructions - 'start new paragraph by pressing the 
cursor down key' would have saved all this trouble . 

I should be grateful if you could help me with the 
following queries. 

1. How do you paragraph when editing not 
creating? 

2. How do you enter new text before the beginning 
of existing text? 

3. la there any w ay of incorporating text (such as an 
address ) f rom a tape? 

4 . Is there any way of tr a n sposing blocks of text? 

P.B.A., 
Shropshire. 



AcU: As with all word processing programs however 
elementary, the [ENTER] key plays an important 
role. If you press [ENTER] at the end of each 
paragraph you will find that the cursor will be 
automatically placed at the beginning of the next line. 
Consequently, if you require a blank line between 
each paragraph, pres.s the [ENTER1 key twice. This 
principle is more satisfactory and quicker than using 
the cursor keys. 

The cursor keys should bo used for the purpose of 
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moving the cursor around the text when editing. 

It is possible to form a paragraph when editing text, 
Try placing the cursor at the beginning of the sentence 
you wish to start the new paragraph with, 
t hen press IENTERI The test to the right of the cursor 
will be moved onto the line below. This procedure 
should be carried out when the program is set to 
"overtype 1 and not 'insert'. 

To enter text at the beginning of existing text, place 
the cursor on the first character on the left-hand side of 
the screen and press [ENTER! once, A new line will be 
inserted. 

For the purpose of saving your address on tape so that 
it can be recalled for use at any time, use the *save s and 
'retrieve' options from the main menu. Having 
retrieved the file from tape, choose the 'edit' option to 
proceed with your letter. 

It is not possible to move blocks of text with this 
program. You need AMSWORD for advanced 

facilities* 



Duplicity made easy 

Q J As I wish to make backup copies of my system 
discs using CP/M commands ( for my private use only), 
will I need to buy 2 disc drives? 

P.C.French. 
Kent. 

AcU: You do not need two disc drives in order to 
make a back up copy of the CPM di&c. Amstrad have 
written some neat file and disccopy utilities that 
operate on a single disc drive. 



Multi lingual 

I would like to buy a personal computer which I 
can use for business and engineering problems. 
Therefore Fni collecting knowledge about computers 
like Amstrad, Commodore, BBC Model B etc. After I 
researched, I learned that the Amstrad was better 
than most of the others. But I would like to know if the 
Amstrad is available to program with other 
programming languages than BASIC, especially 
Fortran, Assembler, Cobol t Forth, Pascal 

A i C rB . J 

Turkey. 

Acu :CP/M is well endowed with many 
programming langauges. All the ones you mention 
plus lots more. Cobol is an unlikely choice since it is so 
bngwinded and of precious little use on a machine 
witha38KTPA. 
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The Panther 



a superb printer at a printable price 




The i^nt^cr arrived. A fast sleek, 
good looking printer from DATAC 
c- h ac's 'ea vi ~g other pn n ter.s stand ing. 
Just (oak at the features that make 
The Panther the most exciting printer 
available today: 

• Friction feed and tractor feed *br 
var/ing paper widths. ■ 

• 80 c-p.s. 

• 80 cp.l. with 40/132 optional. 

• CompatibJe with EPSOM Control 
Codes. 

• BLOCK GRAPHICS standard. 



True one fine buffer with 
1152 Bytes. 

Precision print-head for sharp 
quafity printing and durability. 

Bi-directional iogrc seeking 
carriage. 

4,000,000 character life ribbon 
cartridge. 



Centronics interface as standard. 

Compatible with the AMSTRAD 
CPC 464/6 64 ;TAS WORD; 
TASCOPY; TASPRINT. 

AN this plus more foroniy £278 r 
+ VAT 

PANTHER 2 provides I20c.p.s.or 
NLQfor£5T9 + VAT 



Thefinst and test wortf Jn printer technoiogy 




DATAC LrrVPF TED. Tudor Road, >M rrincriam, Cheshire 1 4 5TN . Tel ■ 06 1 - 94 1 236 \ . Telex : 669325 DATAC G. 



Spectrum Personal Computer Centres. There's one near you! 
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WRITING ADVENTURES 



PART 



In the first two parts of this series on writing your own 
adventure programs, you have learnt how to create 
your own 'scenary* and how to scatter various objects 
around for the adventurer to find You may move 
around in this new ( world' of your own creation but 
although you may be able to see some interesting 
things, you cannot as yet interact with them! 
The program lines given with each part fall into two 
groups. The first and most important are those that 
will build up into an operating system that you can use 
as a basis for adventures of your own. The second 
variety are those that repreeent examples of location 
and object data that I hope will explain what is going 
on.,, 

The line numbers given should be used as shown in 
the article. In that way you can add to the program in 
your Amstrad and finally have a working adventure of 
your own. There will be some lines that will have 
sections added to them as we introduce new routines, 
These lines will be shown in full and will supersede 
previous lines of the same number. 



f 4 * 



Quo Vadis 

The first routine this month is one that is optional! 
Shown in listing 14, it is to display the exits that are 
Visible' from the player's present location. Not 
everyone will wish to use this, as it is often felt that 
players should either find out for themselves or should 
have a good enough memory not to need this aid, Me. + .I 
like to be told! 



m REN « LIST II 

13-9? REN ** Display Visible Exits 

1400 LOCATE 111,1,9: ERASE ES 

1405 IF Nf U) o j THEN ES( 1 3 E E*( 1 )V'N, " 

1411 If EfLinofl f HEN Et(1J=EH1>+ ll E, 11 

1415 IF StLfcJoB THEN EI M 3 = EM 1 ) +"3 , " 

1420 IF m*X>l THEN |i(1i«IfU)>*l f 11 

1425 IF IfUJofc THEN EI (1 ) =|1( 1 »* r, U, " 

Uli IF &ILOOB THEN El i 13 -EK 1 M W G, IN 

1455 IF LEH(ES(m>3 THEN ElU)= pl s: " + ES 

(13 ELSE EK13-": B +El{1) 
1440 PRINT *1, Visible ex1 1" ; E»< T ) *CMR* C 
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PROGRAMMING 



Line 1400 determines where our message will 
appear, in this case on the bottom line of the location 
description window, it also erases the one element 
array E$() t that will hold this message. An array is 
used for similar reasons to that that were given for the 
input command ~ so that a string of different messages 
will not be stored as the same variable (all but one 
being redundant) and sooner or later forcing the 
computer to perform a 'garbage disposal*, On the 
Amstrad, erasing an array is simple f quick and 
effective. 

Lines 1405 to 1430 simply check the direction arrays 
to find which is valid. If valid, the appropriate letter, a 
comma and a space, is added to the information in 
array £$()> Line 1435 checks to see if more than one 
direction is being indicated (each direction adds three 
characters to the array). If more than one then "S:" is 
added before the directions. In line 1440 this whole 
package is then printed following the text "Visible 
exit". Note that hidden exits, stairs etc. are not 
necessarily displ ay ed ; 

Parse it again Sam... 

We now come to the most important part of any 
interactive computer game - The Command 
Recognition Routines. In an adventure game you 
would expect to enter words and phrases; somehow the 
program has got to sort these out into a recognizable 
form. ..and take the appropriate action. 
The original adventure games (and still a fair 
percentage today), will only accept two word inputs in 
the form of verb/noun - 'TAKE WAND", "EXAMINE 
TABLE" etc. More modern offerings go the whole hog 
and accept (and understand) such as 'TAKE THE BIG 
BLUE BOOK, DROP THE RED BOOK AND TELL 
THE ELEVEN KING TO RUN EAST QUICKLY 
* '. : WITH THE JEWELS"! 

. The former system is very simple but also 
jj I ; , V frustrating, . because although hardened ad ven tu re 
; ; players often use. shortened words - "EXAM TABL" it 
$ I is'all to easy to type in "GET THE ROSE" and force a 
r^spptise requesting only two word inputs. 
V. .-'The. . latter- system requires a very good 
; ; ^^^ni^f^tajt§ of the English language and its 
grammatical construction. Not to mention complex 



■ .: . «f 



ji . .. _• * 
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probably written in machine code to give an 
acceptable response time! 

The routines suggested here, are very much a 
compromise but do allow a more flexible input 
command. The parser (to parse is to separate a 
sentence into its parts) starting at line 1600, will 
accept a three word input command, With the first 
word a verb, the second a modifier {adjective or 
adverb) and the third a noun. 

The routine will ignore certain words such as "THE", 
"A" or "TO". Some single word commands are 
recognized; two word commands (not counting 'the\ s a' 
or 'to') are assumed to be in the form verb/noun* 

This means that quite a range of commands are 
capable of being actioned, with the important addition 
of a reasonable degree of user friendliness. Examples 
of some of these inputs are: "INVENTORY", "GET 
THE RED ROSE", and "RUN TO THE SOUTH 
QUICKLY". 

Take care... 

In this section more than any other, you MUST think 
carefully about which words in the three sections: 
Verbs, Modifiers and Objects; you want 'your' program 
to recognize. Look long and well at the examples given 
before you commit yourself to typing in any of the data 
lines. 



IBB REM ** LIST - 15 

1599 REH ** Parser 

16BB ERASE NS:«(1 )=«(1 ) #" " jUC**! 

16B5 fOH TO 3 

1610 FQR.IS=YS TO LENSUKI)] 

1615 IF TUDS<aS{11,LXJ)=" 11 THIN VfSfUS) 

1420 NEXT 11 

1625 IF y*CWK) = M THE" OR ySCWD-'X 1 OR n 



<y3£>s»I0" OR 
" ":SQT0 1611 

1430 IF USCWJtto" 

1635 NEXT W£ 

U45 IF UtX=2 THE 



ys(y*)-°" then u*m) = 



THEN WCaC=WCX+1 



Listing 15 show T s the actual parsing routine; lines 
16004645. Line 1600 erases the three element array 
W$0„ that will eventually hold the three words that 
we have to action. It also adds a space to Q$(l) that 
holds the 'keyed-in command' from our Input 
Command at line 1530. Finally it sets the character 
being analysed ( Y%) to one and resets the word-count 
variable, WC% to zero, 

Lines 1605-1635 scan through the characters in the 
command looking for spaces. If a space is founds then a 
word is assumed and words are assigned to the word 
array (W$Q) in the order in which they are found. 
Before a word is assigned in this manner it is checked 
by line 1625 to see if it is to be ignored. Spaces are also 
checked for in this line, as the player may have typed 
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Can you destroy the reactor before the reactor destroys 
fhe world? 

Only if you can blast through brick walls, mazes 
and strong rooms, dodge moving obstacles and 
overcome hoards of fiendish mutants first. 

To carry out this 'mission impossible 1 " you hove |ust 
one weapon. Android One* 

Sophisticated animation, full sound effects and hi-res 
colour graphics in a game that's setting explosive standards. 





PLEASE 5END ME 



ANDROID ONE 



AMSTRAO CPC 464 



£795 



NAME 



•Sd^tK 



ADDRESS 




ENCLOSE P/O CHEQUE FAVAELF TO VQRTEK SOFTWARE ISALES) LTD. 
SEN3 TO VOftTErt SOf FWAftE (SAJLlSj LIMITED VORTEX HQU5E„ 
54 KANSAS AVENUE, Of F SOUTH LAJNGWORTHY &OA£>, SALFORO, r^5 ?GL. 



in an extra space or two by mistake and as we want to 
be user friendly we ignore extra spaces as well. 

Line 1630 increments the accepted word count and 
line 1645 checks to 96e whether the command consists 
of two or three words. If only two words have been 
accepted then it is assumed that these are in the form 
verb/noun and that the word in W$(2) is the object. It is 
re-assigned to the third element, W${3) and W$(2) is 
made a null string (nothing), 

We now have an Input Command reduced to three 
words or less. What we must now do, is to check these 
words against a vocabulary for the game, to see if they 
make any sense. 

■ 

Start the action, » 

Lines 1700-1715 in listing 16, check the first word 
against our vocabulary of verbs held in array VB$() 5 
(lines 14000, 14010) Using a FOR, . .NEXT loop we scan 
both elements using the INSTE command and end the 
scan if a match is found. Only the first four letters of a 
word are used so you must avoid the possibility of 
there being a clash of words required tor thought to be 
required!) by the player. For example do not have the 
situation where a player might feel he needed to LIST 
something as well as LISTEN to something! 



m ( 


IE H ** LIST - 16 






REfl ** Check tar Vert 




1710 


FOR l5E=fl TO 1 




17B5 


VSS = I NS TR C VBt( II ),LFFTi(ysd > + 4 






J1*ll*24fl:IF n<>i THEN 1^ = 1 




171* 


HUT ItjYJS = mj 




1715 


IP «U=lNt(¥K/*) THEM VZ = JNT(V3E/0 






ELSE VS=I 




1 720 


IF VZ=# THEN 6## 




' ?n 


IF ycJM THEN lABfl 






B. EH ** Single Word Entries 






IF VE>1 J THEN LOCATE Hl,2 , 7 : PftlKl H 






?/" SlngLt yard toiii&^ds accepted 






are: NORTH EAST SOUTH NEST UP 






HELP SCORE LOOK LOM SAV 






F 3"d [NVE^T0RV':GQTQ 






[F VS<8 THEN 1> = LEf TiCWJCD j1):G 






OTO 2000 






ON V2-7 §0T0 174},tf00jHH,1HW,1 






51*0,15200 






LOCATE *2,^10:PRIHT flZ/'^ur score 






J s :"';SC0PE:6OTQ t500 




You cai 


i have sixty words stored in one 


program line 



(14000) so the 19*7 *240 in line 1705 lets us keep count of 
which word has been recognized out of a total verb list 
of 76. We are asking the INSTR command to look for 
four characters starting from the first character in the 
string, so to find which word was recognized we must 
add three to V% and divide by four. 

Beware of having too many verbs (or objects), it may 
seem clever to have hundreds of words in the 
vocabulary... but you may then have to provide a 
separate routine for each! That could well take up 
more memory than you have spare. 

A careful balance must be kept between location 



descriptions, object descriptions and words recognized. 
Better to start w T ith a smaller workable program and 
expand it later,,, even if this does mean a lot of extra 
keying-in. 

Note that after the 'single word entries', all verbs are 
entered in alphabetical order - this will help you find 
them more quickly in the fiiture! All synomyms are 
grouped at the end of the list (also in alphabetical 
order}. Note that the verb list must be in CAPS, 
because the input command was converted to upper 
case inline 1560! 

By checking the number determined in line 1710 
against the integer of V%/4 in line 1715 we can see if 
what was found was a real word and not the rear part 
of one and the beginning of the next! If no match is 
found, the V% is zero and one of four nonsense phrases 
(lines 600 - 625) is displayed for a short time by listing 
17 in window three. 






100 


REN *+ LIST - 17 




599 


ren ** Do not understand - fceipgnite 




m 


CLS »: LOCATE 0,2,2 






U'IHTfftN&(5>*5hON IK GOTO 610,615, 




61& PRINT flV'WeLL.er, 1*1 not quite m 










615 


PRINT H /'Tli at is not mf sort of Lan 
guage! ri : GOTO 






PRINT #3/'! don't quite understand.. 
."i&CIO Hi 






PRINT ff3/'That do« n&t mak§ sense t 

o mJ'iG&TO 9W 



GOTOs are used in both 1720, 610 and 960 as this is 
easier to deal with than returning the program to the 
game loop and the subsequent conditional GOTO 
1500, Use of direct branches like this, is often frowned 
upon.., but sometimes they make life much easier, 

Providing a valid verb has been detected, line 1725 
checks whether more than one word has been input 
and if so the program is directed to the object checking 
routine at line 1800, Line 1730 checks to see if a one 
word input is valid and if not displays an appropriate 
message in window two. 

Acceptable single word inputs are the first 13 words 
in the verb list, you may of course modify this if your 
program needs it. Direction commands and 
INVENTORY; the first seven Verbs; 7 , are reduced to 
their first letter {line 1735) and are sent to the existing 
£ One Key' routine at line 2000* 

Any other acceptable single word command is sent to 
the appropriate routine in line 1740 + The simple 
SCORE; is dealt with in line 1745, 

Object lesson... 

Checking for valid objects is carried out in lines 
1800-1815, If no valid object is found then off to a 
different set of nonsense phrases at 630 etc. If only two 
words were entered then the program skips the 
modifier check (line 1825). 
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1Bfl REN ** L[ST - 18 

1799 REN ** Check for Object 

MM FOR TO 1 

1BB5 NS = lMSTRCMHiUIi f LEFTS(yS(33 + l, *t" y 4 

))*n*?49;IF HS<>0 THEN I%=1 
1818 NEXT lK:NX=NX+3 

1815 IF M3!M=IJ*TCNXM> THEN N^-=1NT CNX./4-3 

ELSE HK=0 
1828 IF NK=| THEN 630 
1825 IF WCK=2 THEM 2190 



Listing 18 checks for the objects. The order in which 
the objects are listed in lines 14050, 14060 is very 
important. They are divided into several groups (all in 
alphabetical order!). The first group, up to number 31 
may all be TAKEn and relate directly to the object 
data in lines 120 10 onwards (described last month), 
The class of object in line 12215 signifies that the 
object has yet to be 'created 5 . 



This group is divided into two, where the first set (up 
to number 20) will NOT have a special message if they 
are EXAMINEd. 

Note also that numbers 10 and 31 are indicated by 
+ + + + this is because they are both KEYb - one is 
small and the other large. KEY is detected by number 
33 and having been detected will use a routine to check 
which key is which! 



1 




2 Mil 


1 


8QU* 


4 






C0EH 


1 


C Cl 5 K 


1 F-EAT 


I 


o.Hv 


9 


HLB 


1f 


+ +t + 


11 


LEJLf 


12 HIHR 




RAE+ 


H 


RING 


15 


ROPE 


u 


HfliE 


IT RUBY 


n 


ST EE 


19 


STH 


U 


njCU 


21 


ARID 






iHJY 


H 


BDTT 


25 


B03U 


H 


CHJLH 


21 F LA S 


2« 


LAMP 


?9 


SCKO 


11 


syor 


31 


tot 




33 


EET* 


3t 




31 






BOLT 


J 7 UAH 


to 


UHV 


3? 


cm 


U 








1,2 biH 


*S 


''■>■ 




FERt 


45 


F]IE 


it 


H1NP 


^ m* 


4« 






HIE 


51 


S 1 AT 


51 


S1£P 


52 ETUH 


5S 


■ - 


14 


f H EC 


55 


TRGL 



3fi 


■ H . 


5? 




5H 




IP 




til 




L.' , 






r n J |> 


£3 


'■4., 




ELt* 






u 






H ■ 


u 


LU- 


49 


BIKE 


71 




71 






SIGN 




STRE 


7* 




11 






OIL* 




VATE 


TB 




7Q 








■r 












8* 




y. 




84 


■ saf 


17 


BLAG 


U 


FLOW 


19 




■>? 


KE f 5 


H 






LAhT 




LEhV 


94 


p^i h r 


AS 


HAGS 


H 


"Alt 




Til* 


A 


tiki 


9Q 


■ ■ ■ ■ 


TH 




111 




11? 




113 




114 




105 




116 




nr 


lit* 


111 


\m 


39 


H*o 


I'D 


FrO 


ill 


s*#* 


1U 


if*** 


111 


i.o i 


If* 




115 


M0CT 




EAST 


1 17 


S3LT 


11* 


HES-T 


?19 


yp** 


12* 


DOhH 



The next group (35-56) may all be EXAMINEd and 
may well have some significance but may not be 
TAKEn, The third group (61-73) will all appear in 
location descriptions and will NOT have a special 
message if they are EXAMINEd. 

OIL and WATER {76, 77) may be taken. „if you have 
something to carry them in ? but will yield nothing 
special if EXAMINEd. 

Those from 86 to 98 are all synonyms that may be 
used for some of the above. 107 onwards are all special 
cases which will be dealt with but not as normal 
objects. 

Although this system is somewhat complicated and 
definitely needs some thought in preparation, it uses 
up to 1500 less bytes of memory than methods using 
series of arrays. + ,just have patience (you cannot write 
an adventure without that anyway.) and think 
logically! The memory saved is worth it, 

Lines 30000 - 30140 could help here, they enable you 
to print out to the screen: a formatted list of your 
objects. First RUN the program - ESCAPE and type in 
GOTO 30000. Press the space bar to stop. This is 
shown in listing 20, and, whilst not necessary for the 
running of the program it is very useful for writing 
and debugging. 



Ill HEN ** LIST - 21 

£9993 HER ** Chfrit abjitt vccibuUry 

300flfl «Q)E l-AW 1,Z0;2WE MlP^HT " 0 

9JECTS" 
3 II IP M** B 
im% m J-0 TO- 1 

36131 101 K = 0 Tti 5S STEP 5 : 1 F K<9 ANP J- 

0 THE It PHUT 11 ■; 
10041 FOR 1-0 74 4: PRINT K* 1 + 1 + 4**0; A*;N 
[HMNHJMiC+D+t+lj^BI; 
^0051 m ** FM 1=1 TO tsPMIT 

■ 

300fl# IF CKH + l + J'dflW TWEN = " "iBt" 

3*070 If C£*H1 + Jt*#)>9& THEM At=" u zB%- 

" ii 

mm mi i 

301+JH PRINT - 11 
301 II NEXT K 
10121 NlIT J 

!&13H J!S= lhK!t Vi : I F It<>" 11 THEN 3E1J3 
3BHB STOP 



100 REM LIST - 19 

REM +* Object data 

12010 DATA M A short handled throwing aie 

1201S DATA 0,1, "An Axe ri 

12020 DATA "A closely woven wicker baske 
t" 

12025 DATA 9,1,"* e5sket M 
1Z030 REM ++ More data 

12210 DATA "A Long straight arrow!" r 

12215 DATA -1,5, "An Arrow" 

12220 DATA "A small pile at ssh ir 

12225 DATA -1,5,"Soit As h M 
12230 REM +* More data 

12290 DATA "A piece of parchment" 

12295 DATA 12,5,"Par chiient" 

12300 DATA "A very dirty, two handed swo 
rd" 

12305 DATA 4, 5, "A Sword"' 

12310 DATA ''A stall curious key! 11 

12315 DATA e,5,"A Siall Key" 
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The Saga Begins . . . 

In a world cursed by 
the Evil Sage, in a land 
where magic is reality, 
only the lowliest traveller 
can become the mightiest 
hero and possess THE 
RING OF DARKNESS, 

Winter soft proudly 
present on epic adventure 
played in superb high 
resolution colour 
graphics. In THE RING OF 
DARKNESS you become a 
lone traveller in a cursed 
realm, where brigands 
and bandits seem free to 
atta c k innocent way- 
fa rers, and foul evil 
creatures have infested 
the darkest pits. Create a 
character and travel the 
vast enchanted land* 
Trade in many towns, 
seek employment from 
the local king, and 
explore the deep, dark 
three dimensional 
dungeons in your quest 
for^iedhv THE RING OF 
DARKNESS. 

May luck travel your 
path. 



"The most impressive 
adventure tested. . your 

COMPUTER. 



"An astonishing 
program." softwords 

'The map is very large 
-1 0000 moves - and 
there is a large variety of 
objects, weapons, spells 
and places to explore (it 
would spoil the game to 
give any more away]" 

MICftO ADVENTURER. 

"A rictv fantastic 
tableau. . . it will 
undoubtedly take many 
hours to f ulriL" personal 

COMPUTER NEWS 

DEALERS PHONE 
01-367 5720 




30 UPLANDS PARK ROAD 
ENFIELD, MIDDLESEX, 






fcJY 




AMSTRAD CPC 464 

The Ring of Darkness . 

DRAGON 32 

The Ring of Darkness. ..... 

Return of the Ring 
Dragon Trek . « 

SPECTRUM 48 K 

The Ring of Darkness-. 

ORIC-1 48 K 

The Ring of Darkness 

Operation Gremlin. 

PRICES INCLUDE P&P, VAT, AND OUR L 
GUARANTEE, 




£9,95 



£9.95 



£6.95 



EN 2 7 FT 



IFET1ME 



selected titles available from 

LARGER BRANCHES Of-—— - 



£9.95 



£9.95 



£6*95 



£9.95 




PROGRAMMING 



Lines 1900-1905 check for acceptable modifiers 




verbs and objects. Although you may only require the 
program to recognize three or four modifiers for 
significant parts of the adventure t include several that 
occur in the location descriptions. Little extra memory 
is used, as you need not check further on these 
'dummies'* Line 1910 throws out any odd ones the 
player may think of. 



100 REN ** LIST - 21 

1899 REM ** Check for KotMHers 

1900 n=mSTH(ADt,LEFT*<«(2>+"**",4>) :A 
W3+3 

1905 IF A%M=INT(AK/4) THEN AK= INT C AJS/4) 
ELSE AS=0 

1910 IF AZ=0 THEN CLS #3 : LOCATE 0,2,2:? 

R1NT #3, M*C2> is not a word I 

need!": GOTO 960 
1915 SOTO 2100 



Finally alter lines 150 - 160 to include the new 
variables met with this month and add line 170 that 
directs the program to read the vocabulary lines from 
line 14000 (listing 22). 



100 REM ** LIST - 22 

150 bIM aS<l),L*<5O),E$[1>,0a$(31},OSS(3 

1),W$(3f,VBS<1),NN$C1> 
155 DIM N(50>,£{50),S(50M<50>,U(50),D( 

5f ),QCK(31 ) J 0PX(3T) # SVI(16) / 5NSi:i3) 
160 SCORE=0:LX=1 :LCS=0:n=0:XX=0:I=0:OL= 
0:T%=0:WCS=fl:U%=0: VK=0:NK=0: AK-0:SK= 
0 

1713 GOSUB 14000 

13999 REM ** Verbs 

14000 VB$(0)="NORTEASTSOUTUESTUP**DOUNIN 

VESCORLOQKKELPGUITLOA&S AVE 1 

ATTABENDBURNBUY*C LEACLI MC LOSC ROS CU 
T*DIG*DRIN&RQPE A7+EX A1FI LLSATHGET* 
GIVEGO**JU«PLIGHNAKEMOVEOIL*OPENPI 
CKPOURPRESPULLREADRUB*RUN*SA Y*SELL 
SHUTSNELSTEASUIMTHROTURNUNLOUSE*WA 
VE WEAR " 

U010 tfBS(1)="CH0PENTEHIT*IClLLLEAP0FFEPU 
SHPUT*SE ARSN1 FST ABSTR I T AKETALKTUIS 
WALK " 

14049 REM ** Nouns 

14050 NNt(0) = "AXE*BASl£BOy*CANDCOINCORKFE 
ATG LOW H E LH4+++LEAFMI RRRAG*R INGROPE 
R05ERUBYSTEEST I CU0ODARROASH*SH AVBO 

TTBOK*CH ARF LAS L AMPSCROSH0R+++t 

KEY* BOATBRANCARVC AVECOUND0 

ORDRAGEAGLFERRF1RENYNPOAR*POOLRUNE 
ST ATSTEPSTUOTOUE TREETROLtf ALL 

____ ______ rr 

H06B MN*(1> = "CLOUOURHANOELH*HORSKNIGHA 

H*OAK*fiI VESHOPSHRUSIGNSTRE 

OLL*WATE --- 

ASH EBLOOF LOyfiLASKETSKNOBLANT 

L£ AVPARCRAGST ALI TIN*TIND- 

AL1*EYERN*** 



E*++S***il***U***&***NORTE ASTSOUTU E 
STUP+*DOUN" 
14099 REM ** Adjectives 

HI 00 Aft*="ANClBENTBLACBLUEBRASBRONCLEAC 



NLARGLE ATLOVE0AKEOLD-+QUI E9U I KRED + S 
I LUSHALSOFTSTRAHHITHOOD' 1 
H2fl0 RETURN 



Next month we will look at what the program will do 
now that we can finally talk to Upland it can talk back! 



■. . .■ ■ •. 



oc? x co x o x co : o yx c/x Wi 



'. !!""!!- ! MO! !■"■! ! CO C/ £0" 



o:coxe 
• * . ■ ■ . ■ • 



\"j \ '. o x ox c o y. co x co : -: o :■ : ■"■ ■• 1 ■"■ ■■ 1 ■■ ■ ■ 1 ■■ ■■ 
Vo: ■■"■■■■>■.■ 
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I ■ I I I* T T V 



:. . . .•.■.•.■.Li.-.u^.-.w.-.L.-^.-.-. 

o: xxKCxXfjtfXXttxcfooxiiw 




■. o ; >'. o : o ; co : c o : co 

jx&xo: :ojx>>xoy 



■• ■ -<:^coxox-co: #^0^0^^^ 



■y^-£^yy^y$% 
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PLEASE n Starstrike{Amstrad) £6,95 
RUSH ME! c Starstrike (Spectrum) £5.95 



Name 

Address . 



hhhHH-ilIlh + 'IHIII'l-l--l-llPhh 



i T rrH 411b k + + d Hahhrlrldlkhh 



Cheques i P. Q.s to: 
Realtime Softwear, Prospect Ho use, 32 Sovereign Street Leeds LSI 4BT 



THE MUSICAL AMSTRAD 



Part 4 

This month I'm going to look at using 
the Amstrad machine for sound effects 
■ noises which can be used for their own 
sake, in games or as an accompaniment 
to music. Percussion is an important 
feature within music and the 
principles learnt in producing these 
sounds can be equally applied to 
writing sound effects for games, To do 



this youll need to understand how the 
envelope statements work. This 
feature of the BASIC sound commands 
often confuses people but it's really 
quite simple and is more than just an 
enhancement to sound production. 
The sound gen9ration chip 
(AY-3-89I2) is capable of producing a 
wide range of sounds and effects by 



JEREMY VINE 

controlling the shape of the sound 
wave, These are often not easily 
accessible on other micros, but 
Amstrad have allowed this control 
from the envelope commands. Two 
main commands exist. ENV, which 
controls the volume envelope and ENT\ 
the tone envelope. The problem that 
many people find when they first look 
at these commands is the bewildering 
number of possible parameters 
-sixteen in all! Enough to make the 
most hardened enthusiast take fright! 
At this stage you are left with two 
choices. Either take a chance and 
randomly enter varying digits or learn 
how these parameters effect the sound 
chip. The former can offer some very 
unexpected sounds but it is unlikely 
you will quickly find the sound you're 
looking for - if ever! The latter course 
may sound more painful but really you 
need only learn three parameters. To 
see what I mean let's try defining a 
percussive instrument. 

From Engines to Snare Drums 

Type in the following short example 
and run. 

10 Eh V 1 

2i FOR Length = 1 TO 3D 

3B SOUND 7,748, LengtlijIS, 1,1,1 

41 NEXT length 

First thing you'll notice is the length 
of the ENV command line. Only one 
parameter has been entered, the 
number of the envelope being used, in 
this case number 1. Line 30 shows that 
Volume Envelope number 1 is being 
used (the 5th parameter}. The sound 
generated isn't that exciting and 
sounds like a model aircraft engine. 
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But this sound can be modified by the 
addition of the volume envelope. 
Change 1 ine 1 0 to read as fol lows: 

10 ENV 1,25,-68,3 

You should now hear the sound of a 
snare drum being played. This subtle 
change is due to the addition of the 
ENV statement. "But wasn't the ENV 
statement already there?" f I hear you 
cry. Well yes and no] I was indeed using 
the ENV statement in the original 
example but it need not have been 
used- Confused? Well, you should be! 
However all is not lost, Remove line 10 
and run the program, 

What do you hear? You should still 
hear the sound of the snare drum. 

Now type in: 
ENV 1 

and run the program again. You should 
now hear the original sound of the 
engine noise. The above, somewhat 
deliberate, confusing examples 
demonstrate some important lessons. 
Firstly, that using ENV followed by 
the envelope number (in the above 
example, l) t makes the envelope being 
used inactive. In other words, the 
instructions to the sound chip to create 
a certain shape is forgotten. 

This is very important to remember. 
Once an envelope is defined it remains 
active until the system is reset or 
another envelope of the same number 
is written. If you have used your 
machine from cold (ie switch-on) then 
there was no need to use ENV 1 as 
there was no previous command in 
memory. But it's useful to remember 
that when you remove an envelope 
statement you MUST clear that sound 
effect out of the system. 

Secondly, I only used three additional 
parameters in the ENV statement. The 
first I have already explained but the 
next three parameters are the core of 
the command* Understand these 
values and the rest should be plain 
sailing. 



ENV - The Volume 
Envelope 

Let's take another example. Change 
line 10 to read: 

10 ENV 1,5,2,1,3,-5,2 

and add lines 1 5 and 50 as follows: 

15 FOR repeat - 1 TO 8 
50 NEXT repeat 

We can now pull apart this rattling 
sound to discover what is happening. 
Refer to figure 1 which shows the shape 
of the envelope in line 10, 



The shape of any single note can be 
divided into five sections, though you 
can choose how many sections you 
need, up to a maximum of five. Each of 
these sections has three parameters 
(the values shown in the first example), 
these being the Step Count* Step Size 
and Pause Time, 

A section must be complete (ie all 
three parameters) otherwise a 'syntax 
error' message will be generated- The 
minimum and maximum values for 
each of these parameters can be found 
in the user guide r 

The Step Count is the first of the three 
parameters and refers to the number of 
steps in each section. In our last 
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example the step count in section 1 is 
therefore five and in section 2 , three. 
Each of these steps has a fixed 
duration (length of time) and this is the 
third parameter, the Pause Time, It's 
measured in hundredths of a second 
and this duration is constant for all the 
steps within a section. In line 10 the 
pause time in section 1 is one and in 
section 2, two. 

Lying between these two parameters 
is the Step Size and this indicates how 
large or small a single step is. In effect 
it determines the amount by which the 
amplitude increases or decreases at 
each step, a negative number 
indicating a decrease, Section 1 shows 
an increase in step sue of two and 
section 2 a decrease of five. 

I haven't defined three further 
sections but you should be able to see 
by now how you need only understand 
the three parameters, Step Count, Step 
Size and Pause Time to see how they 
are repeated throughout the statement 
to give a possible sixteen parameters 
including the envelope number. 

To really get the best from the sound 
chip you should have an idea of die 
shape of the sound wave you intend to 
devise. You can check whether your 
graph is correct by checking the total 
duration. This can be easily done by 
multiplying the pause time figure by 
the step count figure in each section 
and adding these totals together. Try 
working out how long the following 
envelope should sound for; 

ENV 1,10,4,3,5,-3,20,1,0 
,20,5,3,10,10,-3,30 

Remember that there are five sections 
and that we are measuring in 
hundreths of a second. 

The answer is five seconds because: 

(3*10) + (20*5) + (20*1) + 
(10*5) + (30*10) = 500 

As we are counting in hundredths of a 
second, 500 equals five seconds. 
Drawing graphs in advance is one 



way of creating a sound but chances are 
youll have no idea what the shape of 
the sound looks like. The best way to 
learn is to play around. But now at 
least you are armed with a knowledge 
of how changing a value may alter the 
shape of the sound wave, Gradually 
you will come to understand the 
relationship between the envelope 
parameters and the sounds they 
generate. To help you I include a short 
program to generate different volume 
envelopes using only section L You 
may like to build on it as it's only 
intended to show you how to help 
yourself 1 have called this from a much 
longer program in my book which 
allows the user to generate envelopes 
using all five sections and definition of 
the SOUND statement. 

Ifl REB Voluie Envelope Sentntor 
21, fiEK (1st Section Only) 
30 : 

41 PA I NT "Enter step caunt 1 m 

50 INPUT atepecunt 

<J0 PflINT lp EnUr Step Size" 

7H INPUT fitfpsize 

SB PRlNT ri Efiter Pause Tiie ?" 

90 INPUT peusetiie 

108 ENV ?,stepcQunt H .stepiizt, ! pau5etii* 
11* SOIMD 1,t7&,1S,2,0,J 
t2| >NV 2 

Mi PRirrPrtss a key far another sound" 
HI k£-INKEt£: If it * THEN U0 
150 SOTO 



The program is extremely simple but 
it's best to start at this level and 
gradually increase the level of 
complexity* Don't forget the SOUND 
statement though- It still has an 
important function and this can be 
seen in previous examples where I 
have used SOUND 7, Try using single 
channels to see how the snare drum 
effect is changed. 

Building your own sound is fun and in 
itself is worth the time and effort, But 
as a games writer or musician, sound 
effects add an extra dimension to your 
work. Once the complexities (are they 
really that bad?) of the sound chip 
become clearer you should start to 
build your own library of sounds. 
Perhaps even build up a library of 
musical instruments. 



This takes us back to an earlier 
comment. To get the most out of the 
chip you need to understand the shape 
of a sound. For example, think of the 
difference between the sound of an 
organ and a plucked string instrument. 
The latter has it's volume rising and 
falling very qukkly. The organ on the 
other hand has a very sustained sound 
and it is this, amongst other features 
which distinguishes the sound of the 
two instruments to our ears. 

But remember, the sound chip does 
not produce a pure sine wave. This 
restriction will hinder you in seeking 
perfection, and therefore don*t expect 
the sounds of an expensive synthesizer. 
However, despite that drawback, some 
approximations can be made- 

And that wraps it up for this month, 
Fve concentrated very much on the 
volume envelope statement and not so 
much on the music. But what has been 
discussed here is the basis of adding 
more variety into your music, Try 
adding different sounds to your own 
music or that already shown in 
previous months. Happy playing! 
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TANK 
BUSTERS 

Using the advanced graphics 
techniques developed for the 
game "Dark Star 11 the Design 
Design team bring you TANK 
BUSTERS. You take control of 
an advanced battletank on the 
battlefield of the future. 
Your mission is to seek and 
destroy the enemy forces intent 
on your annihilation. 
AMSTRAD CPC464 
R.R.P. £7.95. 



I 



DAR 
STAR 




At last available on the Arnstrad, 
the game that was awarded 
10 out of 10 in Persona! 
Computer News and the only 
game ever to receive a 
100% rating in Crash Magazine. 
This is the fastest three 
dimensional space simulation 
available for any home 
computer 

AMSTRAD CPC 464 
R.R.P. £7.95. 




Deskjn- Design Software^ 
125 Smedley fld.,Cheetham HHI, 
Manchester MS 7RS 
Telephone 061 205 6603 




4 weeks up to 
16/4/1985 
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SORCERY 
Virgin 
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JET SET WILLY 
Software Projects 
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FIGHTER PILOT 
Digital Integration 
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DARK STAR 
Design Design 
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MINI OFFfCE 
Database Publications 
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MR FREEZE 
Firebird 










27 
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STEVE OAVIS SNOOKER 
CDS Microsystems 
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ft 


TECHNICIAN TED 
Hewson Consultants 








664 
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q 


EMERALD ISLE 

Level 9 






D 
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GHOSTBUSTERS 
Activision 
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MANIC MINER 
Software Projects 






1 


A 




1 R 


12 


PYJAMARAMA 
Mikro-Gen 








G64 


1 


A 




14 


13 


ANDROID ONE 

Vortex 










13 


14 


WORLD CUP 
Artie 










13 


15 


DEFEND OR DIE 
Alligata 








. _ 


12 


16 


FLIGHT PATH 737 
Anirog 










11 


17 


WILD BU NCH 
Firebird 










10 


18 


COMBAT LYNX 
Durrell 










7 


19 


CHUCKIE EGG 
A'nF 










7 


20 


CENTRE COURT 
Artisoft 






D 




664 




A 




7 




Available on Disc 




CPC 664 Compatible 




Available from Amsoft 



The Gallup software charts is compi led for the trade magazi ne - Computer and Software Retain ng. 
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SUPERCHARGE YOUR AMSTRAD. 



SUPERPO WER SIDEWAYS R QMCARD FOR 
THEAMSTRAP 
This uniF open* up 0 whole new field or 
personal corn piling, previously only available 
Fa owners oF ihe BBC Micro and OlherTCsp of 

the range compulvr:. 
kr>m hrtsfid software is instantly available from 
rhe keyboard and being written in machine- 

code is very Fail in operation. 
Th* SUPER FLOWER SIDEWAYS ROMCARD 

|(M A101] has the following, Features:- 
Malching Case,, wiih easily deKKngWe cover, 
fits inugly ro rear of compiler 
Bus *xtoftiion for fitting of Disk Interface or 
other uniFs. Houses up to 7 foreground 
or background RjCWS - any mix. of and 16K. 



JT^ simple sel*cfiofl oF programs ham Keyboard - 
/ < BAR > Mai? efc , No oddiiional po wer-su pply 
/ nECei&ary. Additional cards can be 

M daisy-chained for further ^opacify. 

| HIGH QU At I T Y BLANK EPROM S AVAI L ABLE . 
! 7 he ore 20D nana tscond duvices, ihe speed 
fe<,ommended by A^SOf T 
BKEprom £7.95 |Hef AlCMj. 16K £11.95 (Ref A105i. 
UNE QUEiNTRQDUC TQ RY OFF E R 
Until 30th June the SUPERPOWER ROMCARD 
i wi\\ only be available by Mail Order. We are 

\ giving away a loK Eprom \ worth over £10) with 
oil orders received by ma1 dale. Moreover, this 
will contain o FREE copy of Micro -Powers highly 
aodaimed 'Ghouls program to derrvansfrate 
me in srant nature of Rombn*ed Scfrware. 




"SUFEft POWERS ROM BAS ED SO FTWARE 
A complete range of Ram -based programs is 
under development, releases being planned at 

the raf# of two per month, ttarlir.^ in Ju^e- 
Available from June IsF are the Maying Litt/Club 
Membership program ptus the Disi( User's 

Unities Rom. 
Larer releases will include Word Processor, 
Spread theer, Database and Graph ics.'PrinFBT 
rouh'nei packages - wi*h doFa witerchange 
facilitWI - PIU5 an Enhanced Baiic'Toolkit 
program and o Machine-Code Manila*. 



SUPERPOWER MAI1HMG LIST 

and club membership aaajf 

PROGRAM iltefAlOZj £Jz"0, 



r\y LJ PERPO WlER f MAILING LIST !ANP CiUB ^ 
' MEM BBtSHIP l PROGRAM ( REF A102 1 Y 
The program handtes very large li tl S oF nffme& 1 
and oddre?.se.v an a Eeectlve bases, aCfs OS a 
simple Database, and h partioularfy suitable for 
Ciub Member S-hip record*. The main feature & 
ore as Follows:- Each Record can contain up Fo 

19 fields, those to appear on JabeU be'ng 
tisef'SeJeded . Variable lengFh Nelds are used Fo 
Optimise memory and disk space.. 
In pracFice^ approximately 20Q0 records 
containing nam* and address and rwo nan- 
label fields can be held on one side of o disk. 
Multiple double -sided disks are eaFerad for, Each 
1 record Can have U-p to 2Q dassif icaFion mdicaFors. J 
\ When uied a^ Membership List, 12 can be / 
^knominaFed for monthly subscription reminders^X^ 



r ,A screen reparf gives breakdown 

by categories. Printing options include- labef fields 

only,, and Total Record including clas-siFicaFions. 
labeJ Oan be of two standard sizes or user-defwied. 
Program work* with any parallel printer. 
Alphabetical Order is deoh wirh or EnFry. User 

choice of Keyword fr.q, 'J' ohn or '5' mith. 
The Nome field can b* searched For she firsF 
part or the whole of a keyword, The whole File 
con also be searched for any string, There il 
sophisticated line and character edfrng, including 
<honge of keyword. Function Keys can be dehned 
1o give single key en Fry of commonly uved String 

e.g, 'Membership No' In EnFry mode afl 
auFomatkally incrementing number is available. 
Foreground and oatkfOund colours can be 
^ selected. 



"SUPERPOWER' DISK USER'S UTILITY ROM 

A103 !. 

This program allows derailed inspection and 
modif icaFion of informalion hfcld on disk. IF h oF 

particular use In the recovery of data from 
corrupted disks. Individual sectors can be read 
From and written Fo r AH data can be output to' 
the screen andfar pooler, The program also 
contains a number of Fundions of use to Fhe 
assembly language programmer. 
Main Fencfions. 
RLE LOAD - bads first sector into buffer and 
remainder inFo memory for Fast access later. 
READ - readi a sector into the butter and 
■ Edil Mode. 




SUPERPOWER DISK USER'S qqqjt 
UHLTOS ROM |Ref A103) £ J V+VO* 



EDIT - displays Fhe curren! buffer. Data 
displayed is Buffer Address,. Hexadecimal 
repnesenFation of each byFe and ASCII 
representation of each byte. 
Depending on mode selecled^ deploy is of 
12 or 24 lines of S or 16 bytes. 
- modiFication- of He* number changing rhe 
ASC^ aulomatically and vice versa. 
- comprehensive cursor controls for easy 
ecfitina,. 

FIND - can search a sector or Falal FSe for on 

ASCII string. 
WRITE - wrhes a sector previously rectd by 
READ or FILELOAD. 



SUBSIDIARY FUNCTIONS - 
CATALOGUE - simibrto AWSOOS cotdogue. 
MODI - Seled 40 col/12 line deploy or 
e&V 12, 40/24 or 80/24. 
INK - Select Background and Foreground Colours. 
ROM CHECK - lists ail sideways RomS, giving 
r^siIion H Foreground or Background, N ame, 
Sfersion No, eFc. 
OTHER DISK CO/V1M.ANDS - Access Fo oFher 
commands SUC h as Format and ^riry is 

proviaed dlredly From the Rom. 
ASSEMBLY PROGRAMMER'S AIDS. 
Disassembler. Relative Jump Calculator. 
Calculate the Sum and Difference oF two hex 
numbers. Hex to Decimal Conversions 
L - ond vice versa, | mensem Copy. j 




DEALERS! SuperR&wer r&pn&s&nts an exceptiofial profit opportunity, Ensure your 
part of hSe action by b&coming a SuperR&wer Advlge Centre and Stocks and 
benefiting from our dealer support package. Contact Eileen Garfield an 0532 
434006. 

HO W TO ORDER Phone or write to: TheSuperrWerPrajjed Manager, Sheepscar 
House, Shwpscar Stwt South, LEEDS LS7 IAD TELEPHONE (05321 434006. 
Shate /our NAME ond AD DRESS and trie RE FER EN CEN UMBERS of the products 



ROM-BASED SOFTWARE 
you wish to purchase. Buy on FULFILS THE PROMISE OF YOUR AMSTRAD 
AccessA/isa card by tfalmg WrfWl .^,^1^^^ 
yaur card number or write 

encbshg a cheque made pcy able tor MicroFbwerLld. (Please add 95p to your full 
orderomount to cover post and padding,} ACT NOW TO SECURE. YOUR ORDER 
AND YOUR INTRODUCTORY OFFER, (No cheques received will be banked 
before your order is despatched,) 



KEEP UP TO DATE Phone (0532) 434006 to join our moiling list and receive regular bulletins on new products and release dotes. 



MULTISAVE 

SOFTWARE 

FANTASTIC BARGAINS ON AMSTRAD SOFTWARE 



BeachH&ad 

Football Manager . . 
Stevft bam' Sr*K*e 
BfuwIjeb 

PdIe Position 

Fhgh(ftJPilM .„,.„...,.. 

TrwHabbil . 

Sheriock Holme* 

SpltfU 

CdcIe Na-TiE-M-at 



HHP 



7.36 

7.96 

9.36 

446 

B.35 

.... U.K 
.... H-» 

m.wmm 8.95 



OLftPfllCE 

6.35 
6.3S 

frZO 
6J99 



MBfieMlrrigf 

JetSetWilhy 

Am*ntin Football 

T ec-hnkianTfid 

R"ild "j-vrr Mraouw 
Hunchback .. 
SftllttQIvfi , 
Traslwiin ..„ 
Etarrkpflc^rs 
Chess 



?.95 

......7.95 

. ... 195 

7.95 

. ... 3.95 

19& 

.. .. 9.95 
.. ..3.9E 

7.Sfl 

6.95 



6.35 
6.35 
8.30 
6.36 
8.20 

6.39 
6.39 

6.39 



Any fin land gfrmt nflnru Hy 3.95 Our Pries 6.99 

Send di#q uetP.O. 

vi W/ITISAVE SOFTWARE.Gh^LI Btd*. DdmsiMiv- CDcld-rmmith, Cumlbfl*. CAl3 OPN 
F\nFl*ge.and I^Kko^r frw. Overseas pi Ease add 1 1 . Send SAE for full list. 



DRAUGHTS 

Explore the true graphic potential of 
your AMSTRAD CPC 464 . 

Fri sJtosa craw : hei. crctes arcs, dlirsaes pdvpons. 
Recap re^jlar shades t\Oir- nwrmor v . Dtfled linea. 
Ur^jv m pfirepix.1nw . Opeialea in nil 3 'iiOdfrS 
D&5Qn symbrtr; Ij^inlcsj fix lbc in ycur drawings 
5wr rj bad symbol seLs Iron 1 , cassette. 3 eraesm 
gr bad scrwi.SfcteCl TrOnl 27 dusking '-drj.x^ 
Consianl iK»dcnii rrf x,Y c^-wdinajKfi-.dra^inu A 
Curecr SfalLiS. OjS43IXS nrauure. lis pasiliun. 
Print diaraCtera SI arty E*Ml point, flurrj-rvilrrtncj 
GnrrBf^rt-iCTiKrii^; errOr irv££&g££ 3 af#Cd Cui'SG-T . 
Instruction manual FuvlKn feey Strip. 

tffrnien by a qualified eteelflrer ihis Dfogramfnt o ray versatile -and 
user rrenr^v vtHir AMSTFiaD CPC W hat excellent graphic trciiiiies 

YVhry nrjl EM rtiem Ki w£)fk? 





□ 


COMPUTER 








GRAPHICS 



It* DU1K:»- ISW.1 gnepimu ..vf^vit L"S IK Iet mi » 

* *pW h «h Ifcl . UC0r^-krY. Liu fir ViMIWr 
nhriuiNi uhI !. A 1" .v-A [www- ivi 



THE EXPERTS 
AMSTRAD MONITORS: 

MONOCHROME GT64 

COLOUR CTM 640 

SYSTEMS: 

CPC-464 GREEN 

CPC COLOUR 

CPC-6&4 GREEN 

CPC-664 COLOUR 

DISK DRIVES: 



T 



£ 59 



£240 

£350 



£449 



DD-1 (FIRST DISK DRIVE) „ 
FD-1 (ADDITIONAL DRIVE) 



llrlirirh nn"-- _ i ■ 1 1 1 1 1 1 1 1 1 1 . iabi.ii 1 1 1 1 - - - - - J. i, V 1 J 
■ i*--i-PFirpn 1 1 111 1 iiiiili 1 1 1 1 1 ■ ■ ■ ■ £ L^SfO 



PRINTERS: 

EPSONRX-WFrT+ 

UCHIDA D A1SYWHEBL ( 1 Sctjb) 

BROTHER HR IS (lScps) ^. M .. 



£255 

rrrn . . m ri . . ■ £265 

£372 



Many others available, please phone for your quotation. 
Please add £ 10 for ntionwide delivery, except for dri ves (£4). 
ACCESS and VISA welcome. Orders by phone on: 

01-729-1778 

57, HOXTON SQUARE, LONDON, 

Nl. 

Prices, include VAT r correct when sent to press, please phone for 
latest avaikbi ) ity . OPEN &-6pm M on-Sat 




i 



0 



Amstrad 464 



COMPUTER AND MONITOR 

Computer complete with 64k memory and 

green screen , . . , £249,00 

Computer complete with 64k memory and 
colour monitor £359.00 

DISC DRIVE 

3" Disc drive complete with 
CP/M and LOGO 




£199.00 



WORD PROCESSING 



Ta&word 

Word processing prog mm conrioe 1 e wrh 1u : l &Cf&Sn 
pKvmpls and hKor. This pfogrcm wWaliow you to produce 
leflefs. t or n\i tu'ly comDotfcile ai pr nr-cs r eoTu es 
include pcsgy rumbflring, search and flrKJ. seojcti ar*d 
noplace, block oopy and blqcu move Th ie Mor win give 
Jul training, on the use- of the c±>r>e functions 

S U PPl m ON CASSETTE £19 95 

SUPPLIED ON DISC 



DATABASE 



SPREADSHEET 



Mpslerfile 4£4 

Tnis databose has set the standard Tof micro compmers 
With 1nrj% machine cc<J& it will allow 2flQ choractgrs per 
Held. 40 fields per record and 34.000 charade^ per (ile. 
this will enable you tt> keep a record al 50X3 lull name* mfl 
addresses Features include fui search focifflies. sort in 
ascending or ctescending onctef. column tc*als. I Of 22 
roco'ds per &:rt»?n. 

SUPPLIED ON CASSETTE ......... £24.95 

SUPPLIED QN DISC £29 95 



Mastercalc 

K jp rood shoei orogrom from the some software nouse oi 
WasTflffiie. Fearures include 30CX3 cells 8 bir floatifip 
precision. J0-80 column disptry. direot tofab and sub- 
totals. 3 bo* hstogroms. cuosor direclion keys, aacl w 
delele columns or rows and highiesoliilion screen copter 
on Epsar ccmxDi^nblC pnnleri 



SUPPUEDON CASSETTE 
SUPPLIED ON DISC 



£24 95 
£29 95 



Note cassei^e versions can be used on disc 



PRINTERS - LEADS • DISCS 




Dot matrix primers 

BROTHER M1009 £187.45p 

EPSO N RXS0 FT £263 3 5p 

EPSON FX80 £372 60p 

NATIO N AL P AN ASON IC KX*P1091 . . £ 2 B 7 . 5 0 p 
TAX AN KAGA KPfilO . . £322.0 Dp 



Daisywheel Pmrte-rs 
SMITH CORONA TP1 
B0OTHfRHR15 ... . . 



£21?3op 
£401.fl6p 



LeatjE 

CENTRONICS LEAD 

3" DISCS 

MODULATOR . . . 



. . ,£9.95p 
- ..£4.95p 
.■ET9.95P 



Afl pnoes include- VAT Please aod E5 for cseliverv o* printer or ccfTipjter. 11 you ar-e ordef ing a primer and 
COn>pu1ar d si: very is f r ee 




TRANSFORM LTD (Dept. YU) 01-658 6350 
24, West Oak, Beckenham, Kent BR3 2EZ 



VISA 



ADVENTURE 
CREATOR 

For just £2,99 you »n buy THE AMSTRAD PENTACLE, a 
program which lakes all rhe hard work out of writing 
adventgr^ on the Amsfrad, Just type in the program provided 
in our £2,9? book, TH E AMSTRAD PENTACLE, end follow She 
instruciiom, cmd you'll becreaMng your own, original 
crd ventures. \\ comes complete wrth a full of data for rhe 
medieval ad venture Cos tte of Doom, So, For just £2, 99, you 
ger the book THE AM&TRAD PENTACLE which contains the 
full listing of the adventure-coating program, full instructions, 
ond a complete ser of data far the Castk of Doom adventure. 
Vou can ev^n marker the adventures you write with this 
package - wfthou* paying a penny royalty] 

DYNAMIC GAMES FOR THE AMSTRAD contains 50 
exciting go -Tigs for your computer, including arcade 
programs, □ complete Chess, adventure*, ond much more. 
Complete wilh detailed instructions. Just £5.95. 

Both THE AMSTRAD PENTACLE (ISBN 0 907563 70 8) 
a -d DYNAMIC GAMES FOR TH E AMSTRAD (ISBN 
0947695 168) are a vail able from your computer 
or hook S^or^r Of" by moil (post free) from: 
Interface Publications Ltd . . Dept, AM r 
9/11 Kensington High Street, London WS 5NP 
{UKTfode: WHS Distributors) 



Dnterkace 





THE RUBY AWAITS 




ONLY 

£7.95 



A FOUR-PART EDUCATIONAL ADVENTURE FOR 
ALL AGES, WITH THREE SKILL LEVELS AND A 
COMPREHENSIVE SCORE REPORT AT THE END. 

for AMSTRAD, ELECTRON, BBC, DRAGON, CBM 54 [April] 

"Shards are now setting □ standard fpr this type of aduenfr.ife' 

Micro Ac-venturer 
"An Excellent Educational orogrgm with somEthing of intErEst 
to tids of ail apes - including big one&". Electron User 

"Anpther excellent snub-part, adventure f rorn Sherds. Idonl 
know how they db it. but I hope they continue". HCW 
".. .Started off es one of the most absorbing adveflfrure games 
wb hswe played. . a commendable effort" Ustng the BBC Mia-u 
AVAI LABLE NOW FROM SELECTED BRANCHES OF BOOTS AN U 

ALL GOOD STOCKISTS 
Or aenrj cheque.'PQ for £7 35 to 
SHARDS SOFTWARE. tBS ETON RD.. llFCRD. ESSEX 151 2UQ 
["pfirjie Access- Visa to 0 1^5 1 4 4871 J 



PRIDE UTILITES 

■3 great utilities torthe CPC 464 

CUT LOADING TIME DRAMATICALLY AND UST YOUR 
WELCOME TAPE WITH OUR WELL KNOWN CYCLONE 1 PROGRAM, 

TRANSFER YOUR PROGRAMS ONTO DISC WITH 
OUR EXCITINQ NEW PROGRAM, 'TRMESM AT* 
***** 

tosGHetaand^'SsI sfitware, tf&fQ **?tMim Hflfr-Autlfr Lranrtr* sr fcr frtpm t&Htk ft mite 

isxSYCLONE 

Copy anri or ccfwrt your programs to load ii to 4 tines fester. 
Features include: 

* O0MMWDSAVAABLEFRDMBASC 

* CHOICE OF 4 _GADENG S-hb :]£ . 1 CCC TC 40CC BWJO 

* COMPREHENSIVE HEADER READffi 
+ I^MEUSTFfiG^TBDB/^ 

Ca£aetSeB6,95inc.PflP 

TFUNSMAT 

Transfer your software onto the Annstrad DISC system (DDl-1) 
Features include: 

t FAfTfiFUlYTTlANSFEP ALL PROGRAMS 
t ADDFB.0CAT0RF REQUIRED 
+ AUTTQ OR NON-AUK) MOOES 

+ fflASE OR RENAME fflQGRAMS 

* 00MPREr€NSM HEADER REAHP 

Cassette £7.95 inc. PiP 
ZEDISII 

A conpreNnewe machine code editor and dissasemWer 

Features include: 

+ HJMimMBJU DISPLAY 

* BREAK PCM INSERTION 

* REGISTER ^SPECTIDN 

+ HIGHSPEED HEX.COOfc'ST RiMG SLAPCH 
+ HEX CODE^ING INPUT 
In&lructcns included to disasserr^e the ROMs, 
C^ssette£6.95inc,P4 - Disc-£10.S5incPfi P 

PRINTER PAC1 

A primer tnhaiKenwit program for the DMP 1 and Epson compel*!* printers suc*i as the 
SrnnwaCPASO. andEpsmRXSO. 

Features include: 

* SCREEN DUMP IN .ALL WODES 

* 29ZES0FDLMPF0ft6PSONC0MPPHlNims 
+ TEXT DUMP W ALL MODES 

t 3 NEWTVPE STALES FOR THE DMP1 

* ABRRWm CODES TG PRINTER 
Cassette £5.35 inc. P £ P Disc ■ £595 inc. P £ P 

SCR1PTOR 

2 program peck which is a must for DMP-i printer owners. Offers 6 definable character 
fonts. 

Futures include: 

+ LC^G&CEttWERS 

+ FUTURERISTC 

t ITALICS 

+ REALWHfTING 

+ BODANDHEAVEV 

+ CHARACTER DEfUER PROGRAM 

'SPECIAL OFFER* 

WORTH £3.95 

Suyjnowlhan one tHJe-and o*1 a cassette containing aral rJfra digital aJarn ctac* FREE (whila Btocus Last] 

PRIDE UTILITIES LTD (CP4) 

7 Chalton Heights 
Chalton Luton 
BedsLU49UF. 

Customer Enquiries, 
Tel: 0582 411 686 
Between 9 + 10am 



Europe* ADD 0 per 



Rest Of world - ADD £1 .50 ptr [H£ 
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Wot? No Disc! 

The long - awaited side ways ROM arrives 

by VAX 




At last! an add-on ROM for the CPC464! This 
innovative device has to be the most compact piece of 
kit yet produced for the AMSTRAD. Contained on the 
83x50mm circuit board is a powerful Z80 assembler, a 
dissassembler, a monitor, reloeatoT and a neat little 
text editor plus several 
handy utilities you can 
use from BASIC, 

What's more it uses lesa 
than 1 K of your RAM. To 
good to be true ? Read on* 

It does not com e i n any 
form of box, you get just the 
bare board, This saves 
reviewers the trouble of 
dismantling it and also 
cuts the cost. You also get a 
friendly, legible instruction 
manual with many 
examples and a list of 
op-codes though their example 
on patching the printer 
output routine assumes that 

the contents of a jumpblock are always the same. The 
point of jumpblocks is to hold any changing addresses 
so although this patch works on a CPC664 it is more by 
luck than j udgement 
The device simply plugs in the back of your computer ? 
you turn on and.* instant assembler ! Those of you 
with disc drives and speech synthesisers need not 
worry because it has a through bus for you to plug into 
on the other side ♦ There is another edge connector 
facing upwards which should be covered with 
insulating tape to prevent the ingress of dust,coffee 




and biros. This is for "future expansion 5 ". 
Unfortunately it does not physically fit onto a 
CPC664 but Arnor will shortly be producing one that 
does. 

There are disc and cassette versions of the package 

available but they do lack 
some of the commands that 
play with the ROMs. 

It is not possible 
to back up the disc as 
Amor have altered some 
checksums which will be 
difficult to change 
for even seasoned 
hackers. 
When you turn on your 
machine you pt an extra bit 
in your sign on mes sage 
saying "MAXAM Assembler 
copyright 1985 Arnor Ltd." 
and everything else should 
behave exactly as before. 
The review model came 
unstuck when I tried to enter CP/M, a fault soon traced 
to a loose cable on my disc drive . The interesting bit 
comes when you use the first of the extra external 
commands called HELP . Easy to remember that one. 
The help command gives a list of the names and 
numbers of all the ROMs currently active on your 
system , usually : BASIC , MAXAM and maybe your 
disc ROM. 

Typing I HELP,n ? where n is the number of a ROM , 
displays all the availiable commands on that ROM so 
you can see what Amor has to offer: 
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Commands Availiable 
onMAXAM ROM, 



MAX AM 


The main MAXAM menu. 


ASSEMBLE 


Assemble Z80 code from BASIC. 


ASSEM 


As above but suppressing messages. 


CLEAR 


Delete editor text. 


CAT 


As with normal BASIC. 


FIND 


Search for a string in REM statements ► 


MODE 
SPEED 


Changes between modes 1 & 2. 
Set write speed {caasetteX 


HELP 


See above. 


HELP,n 


See above. 


MAXOFF 


Disables MAXAM, 


MSL 


Use screen in low memory. 


MSH 


Use screen in high memory. 


ROMOFF 


Turns off selected ROMs, 



Should any other ROM contain the words CLEAR, 
FIND or HELP , you can prefix these MAXAM 
commands with an 'M' to avoid confusion. 

The main feature is of course the assembler. This 
uses the standard Z80 mnemonics beloved by 
programmers all over the world and are the same as 
used by Hi- Soft's Devpac and Kama's ZEN. Typing 
' I MAXAM' puts you in a colourful menu page offering 
all the availiable commands for editing t Hsting, saving 
and printing: 



MAXAM Commands: 



MAXAM by ARMOR - ft* in Ktnu 



Text edi tor 

PiUJSIMblf t 

List n wm or g 
Lift jwory t 
Sfi«t jmptr^ 
Lw«r mm en/ 



to printer 



lit ntflorjj 
nd string 
na and fpi 

linsfils's 



ook 



.nitiali** block 
.x tergal oflMMnd 



Ale 



Enter optioni 



The text , or source code , can be entered using the 
built in editor or as REM statements in a BASIC 
program (in-line assembly) , Oh yes, you can also edit 
and create BASIC programs using the editor as long as 
they are saved as ASCII files. It can even do the line 
numbering far you 

The assembler itself understands most of the 
common conventions used. For instance ; a label may 
or may not be followed by a colon and both DB or DEFB 
may be used to reserve bytes of memory. Labels and 



ftp* strati £4M ft j cr oc&npu t * r <ul) 

11984 Anstr*d Consumer Electron! c*_ pic 
and LacoAotiu« Software Ltd - 

HAXftM assembler 11385 Arnor Ltd. 

BASIC I t? 



Redely 
1 }i e 1 F 

I HELP j. n give! o 

ROM 0 : BASIC 
ROM 5 : PI AX AM 
Ready 



Ms for ROM n 



A new sign -on message 

symbols can be forcibly defined by preceding them 
with a full stop. This means you can have labels with 
names like LDIR which would normally be treated as 
a Z80 instruction by the assembler. The labels can also 
be of any length and all the characters are significant. 
You can also use underline characters in your labels* 

The assembler prevents you from doing daft things 
such as assembling code into the BASICs user 
defined graphics area or the ROMs workspace and in 
the case of a disc or cassette version, the assembler and 
editor itself. This can be dissabled by the use of a 
LIMIT command in the source code* 

Code is assembled to directly above B ASICs HIMEM 
unless you state otherwise. It is easy to pass variables 
containing the location of the code between BASIC 
and the assembler if you are using in-line code. 

Source code prepared on a ZEN or Devpac assembler 
can be typed straight in with little or no conversion, 
ASCII files can be loaded directly into the editor and 
assembled immediately* It is even possible to 
assemble a file off disc or cassette without loading the 
source into memory, 

The assembler allows things such as conditional 
assembly nested to a depth of ten levels > the option to 
include other files in the assembly and the production 
version will have an option to save assembled code as 
CP/M command files simply by giving them the 
extension.COM. 

The monitor is a very useful debugging tool. You can 
TRACE through your machine code By quoting break 
points, time observing the contents of all the 
registers, the stack, the next instruction to be 
executed. It is possible to use lower memory to hold the 
screen whilst examining memory locations on 
the normal screen. This is occasionally useful for 
debugging graphics programs directly 
accessing the screen that would either corrupt or be 
corrupted by diagnostic messages, but more useful 
for editing sideways RAM> sometimes fitted for ROM 
development, that resides 'underneath' the normal 
screen. 

You can also use the monitor to follow through other 
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peoples programs and see what makes them tick, or to 
copy them, but you don't really do that do you ? 
For those who do, the disassembler is a boon- It 
dumps disassembled code to the screen or printer 
(sorry ! Not to the disc or editor) together with ASCII 
characters where applicable. You just follow the 
listing through using the monitor until you come 
across that elusive infinite life POKE. In mode 1 the 
columns are displayed in different colours, very pretty 
. Why can't other uti Hty programs make such good use 
of colour in them? 

It disassembles ROM as well as RAM so you can have 
a PEEK at the BASIC and disc ROMs but not the 
Amor ROM. Those cunning Amor people have put in a 
piece of code to stop you doing this ! Oh well ? I will just 
have to use somebody else's disassembler 

For those of you who prefer to handle the memory as 
lots of hex numbers or as ASCII text, the memory 
editor is tlie best I have seen, it allows you to scroll 
through memory , forwards and backwards p editing 
with the cursor in either hex or ASCII characters. 




Technicoloured Disassembly 



Another very useful feature is the FIND command 
which allows you to search memory for a given ASCII 
string or a sequence of hex bytes , possibly containing 
"wild cards" t up to a length of 20 characters or 8 bytes . 
That is computer jargon for a character or byte that 
matches all other characters or bytes. I use this to 
search for calls to the computers firmware, 

Also availiable is a semi -intelli gent relocated Th i s 
not only moves blocks of code around but also tries to 
get them to work once they are moved, Unfortunately , 
this relocates all double byte addresses in the range of 
those being relocated and it is possible that a "load 
register with x" command could have the value of x 
altered even if x is not an address. The manual 
suggests a workaround but if you have the source code 
to work on it would probably be easier to reassemble it 
at a different origin. 

The text editor is entered from the main MAXAM 
menu and really deserves a review all of its own, It 
works in both modes 1 and 2, allows infinite line 
lengths and updates the screen very quickly. The 

■ 
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really novel part is that being in ROM it leaves nearly 
all of the rest of your memory free for text f usually 
some 40K after your disc, Amor and BASIC ROMs 
have had their pieces of workspace, in fact this article 
was finished on the Amor editor because I ran out of 
room in Amsword. With the Arnor editor I still have 
some 28 K left but I probably will not use all of it, 

The editor allows text to be entered in insert or 
overwrite mode and you can join, insert or delete lines 
easily, The cursor will only move only over text and so 
tends to return to the left margin if it is moved over a 
blank line. This is fine for a word processor where you 
mostly move around in paragraphs but not so good 
when you are trying to construct tables of data, 
however the tabs can be set to any position on a line 
and make life a bit easier for this. 

There is a status line at the top of the screen showing 
how much memory is left, the current cursor position 
(column and line number) and your insert , caps or 
shift lock status, It is also used for the occasional error 
message together with the obligatory beep H 

Text is displayed in the current screen mode and is 
not limited to the displayed left and right margins- In 
fact you can have lines as long as you want but the 
editor slows down noticeably after about 200 
characters, If you write lines that long you ought to be 
writing for "Amstrad User", not programming in 
assembler. 

You can define blocks of text to be copied, moved, 
deleted and modified using the shift, copy, delete and 
clear keys, Defined blocks are shown with the first and 
last characters inverted and copies are checked first 
for sufficient memory, Defining the start or end of a 
block causes another beep. 

Movement to top and bottom of the file is very quick 
and a command is provided to position the cursor at a 
specific line number. Very useful considering the 
amount of text you can hold in memory at one time « 
The cursor keys also move you around page or line at a 
time, to the start or end of a line and to the top or 
bottom of the text. 

Blocks t or the whole text , can be modified using a 
command from the main menu. This enables a block of 
assembler or a BASIC program to be line numbered, 
put in single quotes, stripped of line numbers or 
stripped of quotes . It can also be used to print 
assembly listings with numbered lines. 

The main menu provides commands to merge text, 
print text , find text f find and replace, assemble, CAT 
your disc or tape and alter your tabs . If this is their 
editor I wait with baited breath for their word 
processor. 

On the whole this package is well worth the money. 
Mostly because of its miserly use of memory but also 
because of the excellent editor and debugger. This is 
the first add-on ROM for the CPC464 and it deserves to 
succeed. 

■ See The special offer on page 62 ■ 
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SOFTWARE 




DFM DATABASE 

An easy to use database for mail lists etc. Complete with label print 

option £14.95 

HOME ACCOUNTS MANAGER 



The complete home accounts manager, for bank accounts, expenses, 

and includes a name/address file £14.95 



TRANSACT 



The ideal small business bookkeeping system. 
For day books, nominal ledger, journal and VAT £29.95 

INVOSTAT 

An invoice/statement generator, featuring automatic 
creation from a sales product table £29.95 

STOCK-AID 

A simple but powerful stock control system, 
with extensive reports for screen and printer £29.95 



All Dialog software provides easily understood screen 
formatting, taking full ad vantge of Amstrad computers' 
40/80 column capability. Available on tape: disc versions 

soon. Above prices include VAT, 



FromAMSOFT & Dialog Software 
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If you have any interest in machine code you are bound 
to want one of the new Maxam assemblers from Amor. 
If you don't you obviously haven't read the review on 
page 58. The Amor ROM board plugs into the back of the 
Amstrad CPC464 and comes complete with the Maxam 
assembler. This provides a simple way into machine 
code, either as a true assembler or by allowing you to use 
in-line code. 

The system costs £59.95 what could possibly be 
better? How about a reduction of £10. Readers of 
Amstrad User can save their pretty picture of Florence 
Nightingale and buy this great little device for only 
£49,95. You can then settle down, write a best-selling 
game and earn a fortune. 

You can on ly use one cou pon for each RO M , however if 
you are so over-awed by this offer that you want to buy 
more than one you can put as many orders as you like on 



each form. So that you don't have to damage the 
magazine and cut that very pretty picture on the other 
side of this page we are allowing you to photocopy the 
coupon. 

The order should be sent straight to : 

ACU ROM offer 
Arnor Ltd, 
PO Box 61 9 
London 
SE256JL 

Don't send anything to us, we will only have to send it 
on to Arnor and if all those cheques start arriving it will 
confuse the accounts department and their ICL 
mini-computer. 





CDMPUTER 



Please send me ... Arnor Maxam ROM based assembler(s). [ 

enclose a cheque/Postal Order for £ which saves me 

£10 on each one. 



[Same. .. 



Address. 
Tel 



i - ■ - 



send to: Arnor Ltd. PO Box 619, London, SE25 6JL Cheques payable to Arnor Ltd, Deliverywithin28days, 



Page 62 



Amstrad User June 85 



WIN A 

SINCLAIR 




Knight Lore is a remarkable game and Ultimate are a 
remarkable software house. They are also very generous 
and have offered to give one of our readers a Sinclair C5 
electric vehicle. These have a top speed of 15mph and 
run both on pedal power and an electric motor. There will 
be various runners up prizes of Ultimate - Play the Game 
hats and sweatshirts (I had to buy mine -Ed}. Al! you have 
to do is design a new room for Knight Lore. You don't 
need to do it on a computer, a pen and paper will do. Just 
look at the pictures on page 68 and see the kind of things 
which appear in the game. Remember that you have an 
extra colour to play with on the Amstrad. 




PLRyTHE m 




[official 
'Competition 

I Entry Form 



is 



COMPUTER 




Name .. 
Address 



■ ■ 



Rules: 

1 , The winner will be the first correct eniry drawn on June 28th 1985. 

2.. There is no limit to the number of entries any individual can make, I 
however all errtties must accompanied by an official entry form; 
photocopies are not acceptable, 

3. Entries should be sent to: Ultimate Competition, Amstrad User ( 
Magazine, 1 69 Kings Road, Brentwood, Essex. CM1 44EF 

4. No correspondence can be entered into jegarding the competition!. | 
E n tries can not be return ed . ' 

5, The judges' decision is final. No employees of Amstrad, Artisoft, or j 
Amstrad User, nor their relatives may enter. 

6, All the room designs become the property of Ultimate Play the I 
Game. j 
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Thinking software : 

. . . think Tasman 



TAS PRINT 464 The Style Writer 



A must for dot-matrix printer owners! Print varying from the f utunstic DATAflUN to the 

your program output and listings in a choice of hand-writing style of PALACE SCRIPT, 

five impressive print styles. TASPRINT 464 TAS PR I NT 464 drives tine dot-matrix 

utilises the graphics capabilities of dot-matrix printers listed below and can be used to print 

□"inters to form, with a double pass of the AMSWORD/TA SWORD 464 text files, 

printhead, output in a range of five fonts TASPRINT 464 gives your output originality 

Five impressive print styles for your use and Style. 



CGHPACTft - bold and heavy, good for emphasis 

DAT fl-M1 - fi FUTumsTJC script 

LECTURE - clean and pleasing to read 
MED I AM - a serious business"! ike script 

?a i Li\£& J 3mXf>t - .a dl/StJl-TictJU/e ItcuwXriy iemt 




%::•(;;; l»sprrl cArm. Ple==»e net; t"H different makes o f pr ncer prcj-ue d Fur-in: sized o,.t: T u: 



TASCOPY 464 The Screen Copier 



A suite of fast machine code screen copy 
software for (tie CPC 464. Print high- 
resDlution screen copies in black and white 
and also large 'shaded' copies with different 
dot densities for the various screen colours. 

TASCOPY 464 also produces "poster size" 



TASPRINT 464 and TASCOPY 464 drive 
the following dot-matrix printers: 



screen copies printed onto two or four sheets 

which can be cut and joined to make the 
poster. 



klCUlTASWORD 4644 

|\|^^ *I The Word P rocessor with mail merge! 



This is the new Tasword especially 
developed to utilise the capabilities of the 
CPC 464 disc drives. The additional facilities 
include a larger text file size and automatic on- 
screen disc directories during save and load 
operations. A major new feature is the mail 
merge facility, This gives multiple prints of 
your standard letters, forms etc., with each 
copy containing, for example, a name and 
address automatically taken from a disc file 
containing the data. This data can be entered 
using Tasword 464-D, or created using the 
Masterfile Program Extension package. A 
powerful and useful conditional printing 
facility is included - parts of a document can 
be printed according ta user-specified 
criteria. Tasword 464-0 will only run on, and 
is only supplied on, disc. 



TASCOPY 464 

The Screen Copier 



^£9.90 



TASWORD 464-D 


disc £24.95 


TASWORD 464 The 1 


Word Processor 



"There is no better justification far buying s 464 tto 
thts program" pomjm computing weekly noi/ember 1994 

Vol.- 464 becomes a professional standard word 
processor with Tasword 454. Suppfed conpietB with 9 



AMSTRAO DMP 1 
EPSON FX-BO 
EPSON AX-80 
EPSON MX-8QTYPE 
NEC PC-8D23B-N 



MANNESMANN 
TALLY MT-SD 

STAR DMP 501/515 
BROTHER HR5 
SHINWA CP-8Q 
COSMOS-aO 
DATAC PAhTHER 
□ATAC PANTHER II 




TASWORD UPGRADES: Tasword 464 and 

Amsword owners: send your original cassette comprehensive nwuatjand a c^ette wic^mnteins 
or disc [not the packaging) as proof of 
purchase and £1 3.90. Your original will be 
returned together with Tasword 464-D 
on disc. 



both tfie program and TASWORD 4B4 TUTOR. This 
teases you wd prccessing using TASWORD 464, 
Whether you have serious applications or simply want to 
earn about word processing, TASWORD 4S4 and tfie 
TUTOR make it easy and enjoyable. 



"ASWORD464 



cassette £19.95 



Available from good software stockists and direct from: 





C 



150PTWAREI 



Springfield House, Hyde Terrace, Leeds LS2 9LM Tel: (0532) 438301 



If vuu do not wart to cut. ths magazine jus: write your arm- and 

TASMAN SOFTWARE^ dept CPC. Spn^gfHHd House, 
Hy*refr«e. Leeds LS29UJ. 

I tvebse a chequei'P. □. madt pafj-atse \n Tasnan Software Ltd, 
Oft charge my 

ACCESS'VISA nuriber 

NAME 



ITEM 



PRlfT 



ADDERS 



5e"d me- the free Tawiwi broefkre de&cnong 
yoir products for the jtostrad CPC 4&4 



Ick here 



□ 



I 
I 
I 
I 
I 
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SOFTWARE REVIEWS 



Jet Boot Jack 



\W -HUH 



■ l.itiif jjvrr - Ml.T.f i n. 




Ill 



Jet Boot Jack is quite a novel idea foT a game, 
although it is probably what most people would call a 
platform and ladders type of game. Your 
multi-coloured character consists of a reasonably 
large sprite, an amiable little chap. His purpose in life 
is to fly around collecting musical notes , each scoring 
him points and giving a melodious ping into the 
bargain. Projecting rocks in the roof can prove fatal, 
but may be avoided by instructing Jack to lower his 
head - pressing the fire button as each is approached. 

Transport between levels is accomplished by one of 
several lifts on each screen, care must be taken not to 
enter one as it is moving, this is also fatal. Some of the 
platforms consist of 'conveyor belts' and may drag 
Jack towards one of the rocky bits of ceiling - care is 
therefore necessary to dip his head at just the right 
moment Another type of aid to movement is the 
horizontally moving platform that may only be 
embarked upon when it is at rest. This then moves 
Jack across to another stationary piece of platform- 
There is no time limit, however, fuel is used by Jacks 
Jet Boots, this may be replenished by picking up one of 
the fuel pods that hang from the ceiling, It is unwise to 
collect too much though, because those remaining will 
count towards the bonus upon completing a particular 
screen. With practice, it is possible to move quickly 
around the screens, which produces a very simple tune 
as each note collected produces its sound. Five lives 
are available, but on losing the last, you then have the 
opportunity of starting on any of the screens that you 
had completed up to that point. The above describes 
the game in its practice mode - when you think you 
have gained sufficient control, the game can then be 



played with all sorts of nasties dangling from the 
ceiling. 

This game proved to be extremely addictive and the 
ability to pick starting screens once that screen has 
been completed means that you aren't always stuck 
with the very first screen. Although there are only 10 
screens, each made of similar elements, each has a 
character of its own and the detail makes up for the 
lack of number. The figure that you control is not just 
another boring single colour UDG t but is 
multi-coloured and well detailed, making it a pleasure 
to drive him about. The control is pixel accurate and 
very responsive - all round a very enjoyable game and 
well worth considering. 

AUTHOR: ^^j^m English Software 

FORMAT: ^ Cassette 

PT?TPTT< f q qc 

iV-LL/ J-Jir ■ ■ mmm + .4*1 + k HI ■ ■ ■ « ■ + I * * 1 ■ ■ mmJ +■ + ■ + ■■ 14 HFIfFf ■ A'tJ. K-'KJ 

GR-AkPPtlC 3 ■ Pl«Pi-«»p^..i.*i + Hiil.l + l + i1H'-i*«l" i «, + I fc i 

PL.A."Y"iA.B ILIT'Y + ^■'■m ■ i-.+d+n-n+i+n-i+p 

ADD!CTX\^£]^ i JESSr +nnmnh-+ +**■*■*■+■+■■■+ 

n\n?R at r ■ 

Pinball wizard 




5RCXTTH13X 



n n 

* ill ill I i it it * 

iVi ° — - fa' 




007 455 



$ it 1 1 





^1 



This is the best simulation of pinball I have seen on 
any machine yet. It is produced by CP Software and all 
their graphics are in mode I with a change of colours 
half way down the screen. The ball moves smoothly 
and does not flicker, this is important since the ball 
can fly around at quite a clip. Each game starts off 
with a title screen and a burst of 'Colonel Bogey*. 
The game has the usual 'bonus score when lit 7 
bumpers* which you light up and turn off by hitting 
small posts, It is, of course, far easier to turn them off! 
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As on the real thing the bumpers don't give an extra 
push to your balls if they hit at a very shallow angle or 
slow speed, 

There is a row of letters, which spell the word 
'sagittarian*, to be lit along the top of the screen for 
bonus points, These are fairly easy to pick off with 
careful use of the plunger and your five balls. (That 8 if 
you have had a lot of practice - Ed) 

The balls fall around as if under the influence of 
gravity and those tiny imperfections found only at 
crucial points on the decks of pinball machines. 
Rebounds are sufficiently random to be realistic but 
random enough to stop your balls from getting stuck 
on the same path, The ball never actually stops 
moving! Try catching it between your flipper and the 
wall and watch it try to wriggle away. 

You have two sets of flippers, one pair on each side of 
the table. They are controlled by the £ V and 'Z' keys, 
your plunger moves backwards and forwards with 
suitable sound effects when you hold down a shift key 
and clouts the ball when you release. No joystick 
option , but you don't really need it > 

Sound effects are similar to the real thing : bells, 
chugging noises* click of scoring mechanism and so 
forth, When the game restarts your score seems to 
mimic the rotating scoreboards as found on the old 
machines, This has become increasingly popular 
recently in arcade games which is surprising as not 
long ago designers were frantically putting digital 
scoring mechanisms in their machines. 

The program is atinoyingly realistic in the way that 
the ball always seems to head for those little channels 
down the side which give you 1000 points and keep 
your balls, It is also not unlikely that your ball will 
bounce off a bumper at you, you hit it, it bounces 
straight back and so on until you miss it. Unfair I say ! 

What is the point of a game where you mostly just sit 
and watch I hear you ask ? Well, this game will appeal 
to those people who don't feel up to "Roland Meets the 
Green ies from Planet Zog" after a hard days work and 
fancy something simple to let their minds unwind. 

This game scores over the original in several 
respects; you don't need coins, you can choose the 
speed of the ball and there aren't three people leaning 
over the table. 

The only problem is that you can't tilt the thing I 



AUTHOR: 


CP Software 






PRTPF- 


£6.95 


GRAPHICS: 


**** 


PLAYABILITY; 


r i r 1 1 p n p ■ r ■ i ■ *p ■ m m m mm m 


ADDICTIVE NESS: 
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Game of the Month 



Knight Lore. 




Thi& review is really difficult to write. How do you 
describe software which is so good that it makes 
Jet-Set Willy look feeble? 




IT.-*.' 



mitt 



Ultimate Play the Game are to programming what 
the Beatles were to pop music. They can't put a foot 
wrong. Every release is destined for number one in the 
software chart before a byte is coded. Every set of 
computer awards features Ultimate as the winners of 
something. They do not seek publicity but they get it. 

Knight Lore is the sequel to the program £ Sabre 
Wulf . This did not appear on the Amstrad but took the 
form of a 2D maze game where the player had to hack 
his way through a jungle and destroy a monster by 
finding four segments of an amulet. One of the 
monsters in this game was the 'Wulf + In Sabre mans* 
quest for the amulet he gets bitten and in Knight Lore 
he gets turned into a werewolf every night. In Knight 
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Lore you take the role of Sabre man, your task is to 
roam around the Wizards Castle and find the 
ingredients necessary to cure yourself of this dreadful 
spell. 

Somewhere in the castle is the wizard and his magic 
cauldron. This needs the items found in the castle in a 
particular order, The item the cauldron wants is 
shown amongst a mass of flashing stars. If you are not 
carrying it (and you can only carry three things at a 
time) you had better leave the room quick since the 
stars will attack you, To rid yourself of the *Wulf s ? 
curse it is necessary for you to put all the right objects 
in the cauldron. This means that you will need to find, 
and obtain the objects. The castle is no small place and 
getting to the object can be very tricky. 



Editors Confession. 

We know that we can't pull the wool over the 
eagle-eyes of "Amstrad Computer User" readers so 
we are going to own up. The pictures you see here 
did not come from a CPC464. Because of the tight 
deadline we work to we had to use the Spectrum 
version of Knight Lore for the pictures. Sorry. The 
Amstrad version is, of course, much better. Each 
room uses three colours in the place of the two you 
see here and the hazards look even nastier. The 
graphics have been re- worked to take full 
advantage of mode 1. Whilst loading a beautiful 
replica of the packaging is displayed. 




<3>* 






What 1 have so far omitted to say is that each room is 
shown in stunning 3D. As you will see from the 
photographs this is no simple ladder and platform 
game. There are platforms which rise and fall, move 
left and right, but they also move back and forth. 
When you walk around a room you actually walk 
around it Every object is beautifully drawn. There are 
brick walls, stone pillars and forest walls. The 
monsters take a variety of guises, from ghostlet blobs 
on the floor to sentry guards and nasty rolling balls- 
Some places have moving platforms which are the 
only way you can get across a room, some are filled 
with spiked balls. Controlling Sabre man to the 
nearest pixel is an essential skill. One important trick 
to learn is how to drop and stand on an object so that 



you can jump over a wall and then, whilst jumping, 
pick up the object so that it is not left behind. The game 
is full of tricks to learn. You constantly change from 
Sabre man to werewolf and some hazards are easier in 
one or other guise, At £9,95 this software is a bargain. 
Even if the fear of werewolves has never kept you 
awake at night this game will hook you until you rid 
yourself of the curse. 

AUTHOR ..... w . Ultimate 

FORMAT M +<+ Cassette 

PRICE ^ iW ( £9,95 

GRAPHICS „ Bm , ***** 

PLAYABILITY ... ^ „„_ ***** 

ADDICTIVE NESS . ***** 

OVERALL ***** 

* *-V*- *- M T**mf ■ ■■■ ■■<■■ ■■■■■■ l ., i. if i^FH Fl F' + l + ltH I Hh + l-rfl... i ■ -I ■ van. ...... 
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Sir Lancelot 



^_ . . . 

— ill 



SCORE IS TIME 

OBI SB 828 



As with many of the other popular home computers, 
platform and ladder type games seem by far the most 
abundant. Sir Lancelot is yet another game of this 
type. Having loaded, you are presented with a 
multi-coloured title screen across which scrolls the 
usual sort of inane message. Hitting a key will then 
take you to 'Merlins Magic Teleport Chamber^ where, 
by picking up any of the twenty -three visible axe like 
objects, you are magically trans-ported to one of the 
playing screens. As with most games of this type, the 
screens consist of, not suprisingly, solid platforms, and 
ladders, which may be used to gain access to the higher 
platforms, To hinder your attempts to pick up the five 
or six visible objects on any screen, there are the 
indispensable moving sprite characters, contact with 
which will invariably mean sudden death. Having got 
all of the visible objects, a final flashing one appears 
which, when touched, returns you back to the teleport 
chamber so that you may go on to a further room. 

Unfortunately, that's all there is too it, This game is 
very similar to a lot of other games and to stand out 
would require some sort of novel touch - which, I'm 
afraid to say, it hasn't got. At one time, 23 screens 
would have made for quite an impressive game 
•however, by recent standards, this one is left trailing 
a little. That isn't to say that it has no redeeming 
features, indeed for someone who has never played a 
platform and ladders type of game, this one could be 
quite a good introduction. The ability to play any of the 
screens, without having to work through those that 
preceed it, is quite a bonus. The time limit that is set 
for each screen (shown by a count down from 999) does 
appear a little short and will hinder novices while just 
proving an irration to old hacks. A rather curious 
effect of not using interrupts to drive the sprites means 
that as lives are lost and the n umber of walking mfen 
falls, the whole pace of the game increases - however I 
think one could almost call this an unprogrammed 
feature. My attempts to transfer the game to disc w T ere 
hindered slightly by an ingenious mechanism that can 
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spot that the game has been copied and halts it 
displaying the word PIRATE - this is relatively simple 
to stop, but quite ingenious none the less - shame the 
rest of the game were not so innovative. 



AUTHOR: Melbourne House 

F'^^^^^J -^l^T. . . M+itu m+m pi MM+i+m+F+PH 1 1 »f j i if i ii i t^assette 
E^I^ It^ p irinttii pi pi pi + ■ + 1 + p i pi ■>+ ■ + ■ + 1 h h ph ph pi pi pi+i+i pi+i+p+i £6 p9 5 
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Jammin 
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With a name like Jammin you could expect this game 
to have some connection with music and sure enough 
it does. This is fine if you happen to enjoy the merry 
tunes which accompany our hero Rankin' Rodney on 
his misadventures, if not then its a case of bad luck 
because this game revolves totally around music. 

The plot is simple enough - guide Rodney around 
each screen by means of a series of multi-coloured 
conveyor belts retrieving the scattered instruments 
one by one and returning them to the centre of the 
screen, As each instrument is retrieved the rythmic 
pulse is changed but beware bumping into a *bum note' 
will add a nasty discord if it gets you. 

Sounds easy, but hopping onto a platform of the right 
colour requires alot of concentration and since the 
screen is ablaze with flourescent colour after a while 
not only does the head start to spin but the eyes as 
well! 

AUTHOR: iiM * Task Set 

FORMAT i- dhdti+i+i-iiipi+i+i-pivpip a ■ * +■ Cassette 
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DISKING, FREEPOST, Liphook, Hampshire GU30 7BR. Tel(0438) 722563 (24hrs) Twx 858623 Telbur G 




maxell 

3" Compact double sided floppy discs 



its 



o 



5K 



- ■ ■ \ 



™2I 



1*1 



J; 



nfiL 



MEMOREX 



MEMOREX 



TV7VDU Cleaning kit - value £5,64! 

with evfify Ten-Pack of maxeil CF2 compact disks when you 
menrjon tills niarjarine. Just fill in the coupon and send with 
your cheque/credit card number o* telephone wisH your 
credit card number, tf you are a Government establsshrtwi, 
school, college or University, we accept aW\as\ orders 
either by post or telephone. All orders at DISKING are 
shipped within four working hours" [YES HOURS). 
*Stock a (sowi ng 



Disking, FREEPOST, Uphook, Hants, GU3Q7BR tel [0426} 722563 

I claim my FREE MEMOREX VDUfTV cleaning kit with every pack of maxell CF2 compact diskette*. 
Ptesse rush me the fol towing: 

Qty Description 

Te n-Pack m axe IJ CF2 Co mpact floppy d i sks 

Tota I good§ value at £45 .83 per Ten - Part i n c VAT 
Tola I post & packing at £1 . 1 5 per Ten- Pack i nc VAT 
Va lue of cheque to 'd i ski n g ' (o r cred it card N o. bel ow \ 



Price inc VAT 



Please send me your full catalogue of diskettes, Co toured diskettes and 
diskette accessories trek here ... , , & 

Name: P „ > ■ ■.„ , fcfc „ , „„„ , , , , J , , LtEBJJJ , , rram , , 

Ad d ress i . . .n. . . . . 1..^^ 



I LL i t , , 



UJ . a*k.....*| rrrrsm . . ...nj . . lllejj i 



Tel No: 

or pleasecharge? my credit card No: .. 

Access V ISA & Di ners ca rd s we I com e 




J 



We stock Verbatim, Memorex, Dysan, Maxell and Coloured diskettes, and we sell all diskette 
accessories including storage boxes and cleaning kits - please telephone for price list or see our 
double page spread in Personal Computer World. 



The 



CP/M 



by Andrew Clarke 



User Group 



I was looking through an old computer magazine 
from 1979 the other day whilst clearing up. I was 
about to throw it out but I started instead to thumb 
through it, It was printed in the year that we founded 
the CP/M User Group (UK) and I was struck, whilst 
reading it, how much had changed since those days, 
The 8083, which was to form the basis of the IBM-PC f 
was just beginning to appear on micros, though the 
8080 was still prevalent. To buy a disc-based computer 
in those days cost a lot of money - well over the 
equivalent of £2000 in today's terms. The computer 
press were completely ignorant of CP/M beyond 
repeating that it was a 'good thing\ I suppose I was 
typical of the amateurs who came across CP/M, and 
fell in love with its simplicity and ubiquity. 

I scraped together enough money for my own home 
computer, not only one of those ridiculous Naseom Is, 
but a big SIGO-bus system with an eight-inch drive 
and as much as 16K of memory. Less privileged souls 
than I had to be content with 8K but CP/M would not 
run properly in less than 16K, When the postman 
arrived with my computer, I unwrapped it with 
enormous excitement, and the whole lot was laid out 
around the dining room + 1 then began to wonder, with 
rising panic t if it had all been a colossal mistake. 
Empty PCBs, spools of wire and tubes of chips are a 
daunting sight, especially to one who had splashed out 
£1600 for something that might never work. With 
help, the whole awful mess was transformed into a 
computer, and after a couple of months of labour, and 
agonising difficulties the 'A> y prompt appeared for 
the first time on the screen. It is difficult to describe to 
anyone the excitement of seeing a computer that one 
has laboriously soldered together bursting into life, 
but any fellow hacker will know what I experienced. 
The computer, 'Big Think', has worked happily and 
reliably ever since, and as I write this, is whirring 
away in the corner, still running CP/M 1.4, and still 
with only one drive . 

Unfortunately, the excitement of typing DIE, 
fiddling with DDT, and attempting to disassemble 
STAT soon palled. My computer was not just an 
expensive toy but bad to do a job of work, The purchase 
of the hardware had cleaned out my financial 



resources and so the resulting micro was quite bereft 
of software. Fortunately, this was not a real drawback. 
CP/M was, indeed, a software bus, and there was even 
then a large amount of free public-domain software 
about In those days I had to buy it from the importer of 
my machine in Swansea, nearly forty 8 11 discs full of 
exciting and interesting stuff, which formed the basis 
of the group's present software library that we 
distribute to our members. If it had not been for those 
first library volumes, I would still be staring 
disconsolately at a blank screen, 

I grabbed greedily at what was going. Even if it didn't 
all work first time, I learned a great deal and 1 have 
never forgotten the advantages of having the source 
code to the programs I used. I feel 1 owe a great debt to 
the people who gave their code to public scrutiny. I 
immediately had utilities, games, BASICS, ALGOL, 
STOIC, assemblers, disassemblers and a great 
heterogeneous mass of unsorted software. It was 
magnificent, and I was able to use STOIC to complete a 
piece of research that I was doing at the time. 16K, 
which had seemed an imponderable immensity at the 
time, ran CP/M and BASIC-E perfectly well, but 
seemed a bit cramped as program size increased. 
When I increased to 32 K, I felt that I would never be 
able to fill it. In contrast, I now have an awful 
IBM-type of machine which runs Concurrent CP/M 
and fails to load Wordstar in 256K - anything less than 
512K feels cramped! I never lost my gratitude to the 
host of American programmers that contributed their 
software to the CP/M User Group Library, and thereby 
helped me, and so many others to get started with 
microcomputers. 

Most people who come across the CP/M user group 
seem to find it rather surprising that here is a group of 
CP/M users trying to give away as much software as 
they can to as many people as possible. The CP/M User 
Group in the States is long-since defunct but we in 
the UK have continued to thrive. The UK CP/M 
User Group is going strong and has issued 24 volumes 
of UK software. The Journal has gone to fourteen 
issues and we have organised seminars and local 
groups. 

The number of discs has increased from 36 to 400 
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(thate 90 megabytes) and it would take all one's 
time to survey and review the flood of software being 
donated. We are still collecting as much 
public-domain software as possible from around the 
world into a library for distribution to group 
members. This software comes from many sources ? 
mainly from the States, and includes those early 
volumes that got me going with my first micro. It 
represents a huge amount of code and its quality 
varies from the excellent to the dubious, just like any 
form of human endeavour. In the main though, it's 
well worth the cost of the medium. There are 
accounting pack age s t games, operating systems, 
graphics packages, communications packages s 
computer music systems, utilities, languages, 
adventures, C Compilers, Forths, Pascals, BASIC 
interpreters, macro processors, print formatters, 
Music programs and and a huge assortment of stuff 
that defies classification! Just because it is free doesn't 
mean that it is sub-standard, and much of it is 
better than the average commercial package. It is just 
the documentation and polish that is generally 
uneven. 

People give programs for public distribution for a 
variety of reasons. For sorne^ it is the result of a 
frustrated export order", a software house that goes 
belly- up, or a visionary mission to provide the 
impoverished user with quality software for free. A 
great mass of software results from the legal 
requirement for American universities to place their 
work before the general public for their benefit, and 
some software is given to the public domain by 
companies who find that they benefit from their free 
tasters' being given wide distribution. 

Amateurs are often particularly generous in giving 
programs. Many hobbyist 'hackers 1 get great pleasure 
from giving their work and receiving the work of 
others, These 'backers' generally seem to work in the 
i n d ust ry and rush home at the end of the day to m ake a 
hobby of their profession. Many of these professionals 
are keen that poverty should be no bar from enjoying 
using good software, and one finds a most laudable 
wish amongst them to make their work as widely 
available as possible- 

I have enjoyed collecting free software. I have a great 
number of the Stateside volumes from CP/MUG and 
SIG/M. Some of the code is excellent; For example, the 
languages BASIC -E, STOIC , ALGOL-M, FigForth, 
PPCPaseal, SmaJl-C and BASICS are useful to 
anyone, Obviously, there are several bits of chaff, 
often the proud first attempt of a blushing hobbyist, 
but there are very few discs that contain nothing of use 
(except the complete Yale catalog of bright stars that 
slipped in somehow!). I constantly use most of the 
library volumes for reference as I am humble enough 
to think that someone has written better code before 
me, and busy enough not to want to write code that has 
already been done, 

Some of the worst programs are games in BASIC. 



With the exception of MegaTrek, the huge star-trek 
that is notable for its bulk rather than its quality, the 
BASIC games are not worth having. 'Adventure' 
(written in Fortran or C) on the other hand, should be 
on every machine. 

The British have provided relatively little; the sheer 
volume of Stateside code dwarfs our public domain 
offerings. The CP/M User Group (UK) now has over 
twenty volumes. In places, the quality of our efforts 
makes up for the lack of quantity. We appear to 
specialise in the improvement of public domain 
software , rather than its creation. The 'UK ZSO 
assembler 5 is a very popular reworking of an old classic 
from the CP/MUG library; so is UKM7 ? the rewritten 
modem utility. Richard Russell's Music program is by 
far the best one ever produced for a CP/M machine. 
Our weakness is in the extreme reluctance of our 
universities to part with anything, together with the 
asinine restrictions of Crown Copyright. Our 
contributors are almost invariably amateurs and lone 
'hackers'. 

Obviously, there is a limit to what the average person 
would want. I am sometimes asked what part of the 
library is indispensable, and there is even talk of 
producing a 'greatest hits' volume of CP/M software. 
Beyond such obvious candidates as UKM7 t 
Adventure, Resource (a disassembler) , DU S D (the 
fancy directory lister) or Z&QASMUK, it is hard to pick 
out the best of the library. One of my great pleasures is 
to explore forgotten corners of the library and 
discover , for myself, forgotten masterpieces of code, or 
playing with an obscure language or preprocessor. The 
library is such a mix that there is plenty for all tastes. 
It really represents the sweepings off the floor of the 
microcomputer industry, and there are plenty of 
diamonds in the dust. 

I recently got my 'Amstrad'. It is not exactly in what 
the pundits call the leading edge of technology ', but 
even so, my poor old 'Big Think' looks pretty inferior 
next to it. The Amstrad is, however, a very serviceable 
CP/M machine and the operating system is perfectly 
satisfactory in a one-drive environment, (as long as 
you have FILECOPY.COM or MFT.COM from the UK 
library). All those volumes of software will run, and 
there should be great fascination in exploring the 
huge mass of software that is around, and discovering 
useful and interesting programs. Whilst using my 
Amstrad, I keep wondering what it must be like for the 
person just starting out with CP/M on this machine. 
Without access to the huge mass of software available 
to run under CF/M 2.2 one must wonder what on earth 
the use of the operating system might be, The answer 
is simple, join the CP/M User Group (UK) and find out! 

CP/M User Group (UK), 

72 Mill Road, 

Hawley, 

Dartford, 

KentDA27RZ 
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News for serious users ofAmstrad computers 

The top-rated database for ZX Spectrum has been redesigned 

and further improved, 
Campbell Software Design is pleased to announce. 



MASTERFILE 464 



This program, which can be run from tape or disc, is a general-purpose filing system 

for both business and home use. Features include: 



* Totally machine-coded for speed and compactness 

* Polly menu-driven * Up to 340 characters per field 

* all fields variable-length * up to 40 fields per record 

* up to 34,000 bytes per file, e.g. over 500 full names and 
addresses * multiple user-defined SO-column screen 
formats * 1-20 records per screen * can embellish display 
with lines/boxes * sort ascending or descending, 



character or numeric, any number of fields * sort by 
embedded key t e,g. surname within "Mr. J K Smith" 

* word-processing * line-breaks for address labels 

* printed output with margin and page controls 

* numeric editing and column totals * fast search by any 
number of criteria, including hunt for sub-strings * file 
stats and space used always on-screen 



Additionally, MASTERFILE 464 is ai2EM7T0JVALdatabase which means that you can have two files in one, 
CHILD records sharing PARENT record data, We believe this to be unique for home computer database software. 



We never cease to be amazed at the uses for 
MASTERFILE; typical applications include: * stock 
inventory * address lists * library catalogue * club 



records * music collection * recipes * Xmas list 
* insurance list *price lists * athletics performance 
genealogy * prescriptions * any card-index system 



"...a real landmark in terms of quality and price..." 

"This is without question the best tape based database 

I have ever seen" 

— TonyKendle, Popular Computing Weekly 



MASTERFILE 464 

Prices incl VAT &P&P: 
Cassette (transferable to disc): £24.95 
Disc £29.95 



is published by AMSOFT and comes with a detailed manual. It is available from AMSOFT. or from: 
Campbell Software Design Ltd (Dept AU), 57 Trap's Hill, Loughton, Essex IG10 1TD 
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Confuzion 




Confusion is an arcade style game of fast reflexes and 
quick thinking. It uses an original game concept, 
making it very difficult U> describe. It can't be called a 
Pacman variant or a Defender clone, but in the future 
we may be able to describe games as Confusion 
variants. 




What is the original format that Confusion uses? The 
basic aim of the game is to explode a number of bombs 
by guiding a spark to ignite them, The spark travels 
along a track laid out in sections on a collection of 
blocks. The blocks are moveable like the blocks in a 
sliding puzzle, the type of puzzle where there is a 
square missing and the pieces are shuffled round. As 
the spark travels, a fuse at the top of the screen burns 
down, creating a time limit in which all the bombs 
must be exploded. The player has to manipulate the 
blocks j forming a route between the spark and one of 
the bombs. At the lower levels of the 64 levels of play, 
you start with less blocks on which to move, less bombs 
to explode, and fewer droplets. Droplets travel along 
the tracks and will extinguish a spark if they collide. 

The presentation of the game is very good. For 
example there is an excellent demonstration of 
various techniques for juggling blocks. After every 
eighth level there is a bonus sheet to play and after 



every fourth level you gain an extra spark. It is 
possible to start a game at a choice of 6 J eve Is and also 
to restart a game at the level you managed to reach. 
Play is by joystick or keyboard. It is possible to 
redefine the keys although the cursor keys should suit 
most people. The joystick, is used to pull a block into an 
empty space in the grid, creating another empty space. 
So the direction you wish the block to come from, is the 
direction you move the joystick in. This is a difficult 
skill to develop so an option to reverse the action of the 
joystick has been included, The fire button on the 
joystick has the effect of speeding up the travelling 
spark and this is useful if you are certain that you have 
the correct route mapped out The graphics are quite 
good, movement is very smooth and all the pieces are 
large and clear. I think there will be a number of 
people who will become Confusion addicts but not 
everyone will enjoy playing it. It is very difficult to do 
the mental calculations, to move the blocks into the 
correct positions* at the speed the game requires. 
Simple fast reactions are no good for this game, you 
need to know what you are doing. On the other hand it 
is possible to learn* a screen and complete it every 
time. So if you enjoy games that need good timing and 
specific moves you may enjoy Confusion* 

l Ht C3 r i-'iii.i.iririr.i.iri.ii.i.iirir.r.i.i.a.i..i. r i C -Tit. t J. \ 6 

FORMAT: Cassette 

PRICE: „.,.. £6.95 

GRAPHICS: **** 
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Spook Loot. 




Roughly speaking there are two kinds of software 
sent into Amstrad User for review. The first is the 
usual, commercial software. The Jet-Set-Willy type 
program, written by an established software house 
with a good professional feel. The second type is 
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home-brew software^ often written in Basic. These 
programs lack the finish of the professional product, 
Spook Loot falls somewhere between these two. It is 
certainly not the product of a major software house, 
however it is too good to be relegated to ranks of the 
dabbler in the software industry , 

The program comes from the Essex based Andtronic. 
With this address it would be nice to think that the 
game is the result of some moon- lighting by an Amsoft 
programmer, however it is not good enough for that to 
be likely. 

Spook Loot takes ages to load. This is because each 
block is saved as a separate program. The programmer 
has done this to allow himself the time between blocks 
to print a "please wait" message. The program is big. 
There are 160 rooms and a variety of nasty sprites, 
These materialize as you enter each room, although on 
reading the inlay card you discover that they are 
supposed to be climbing through trap doors. The poem 
and description on the inlay card mimics the style of 
Ultimate. The programming falls far short. Once 
loaded you discover that the program is of the usual 
'run round the maze and zap the nasties' type of 
program. Some of the aliens are pretty and the use of 
colour is quite good but the game somehow lacks 
something. It could certainly do with some music and 
the movement is jerky, the lack of diagonals on the 
joystick control is quite frustrating. Perhaps I am 
being too hard, ai^er all it is a commendable effort but I 
wouldn't buy it. 

z\ ^JTUCJFt , r .nnntH. ....... tbfi^t A.ri£lt ron i c 

FORMAT Cassette 

PRICE £7-99 
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If you were looking to catcrgorise Android One, I 
think it would probably be described as a maze game. 
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The idea is that with the aid of five robots (5 lives to 
you or I), you must blast your way through 15 screens 
to the nuclear generator, detroy it, then return to base. 
Brick walls prevent progress and must be blasted out 
of the way j, as must any one of the four types of aliens 
that are also trying to stop you. Each of the screens 
appear quite different and may be populated by just a 
few or possibly great hordes of the aliens. Your blaster 
does not have that great a range, so that you need to 
get quite close to kill an enemy - another side effect of 
this is that sometimes you have to blast part way 
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through one of the wider walls then get into the gap 
and blast the rest of the way from there. Each of the 
four types of aliens act in differing ways - bouncers 
stick to fixed paths, but cannot be destroyed, groupies 
stay still most of the time, providing easy target 
practice, skaters race about and usually prove the 
most difficult to combat, the wanderers are very 
similar. 

When first loaded, the first title screen, with the 
obligatory scrolling message, looks really well 
designed and it is hard to believe that it is only in four 
colours due to a nice use of stippling. The screen on 
which you choose keyboard or joystick has really nice 
graphic representations of each and the instructions 
are done really well in 80 columns in this 40 column 
mode. However, the characters in the actual game 
don't appear to be quite so well thought out - they're a 
bit too obviously 8x8 or 8x16 defined characters, 
rather than the lively figures that they could have 
been. Although the figures are moved pixel-wise, they 
can only come to rest on character boundaries, 
consequently, it is sometimes a little difficult to line 
your robot up in just the right place to increase the size 
of a hole in a wall that you're trying to blast. Death 
does seem to come a little to often and it is difficult to 
see how I could ever have made it to the end without 
the infinite lives POKE, I was hoping for some great 
ending on reaching the final screen, the effect was 
pretty good, but was it worth battling through 15 

Amstrad User June 85 



screens for ? - 1 think not. In fact, once yon have made it 
to the final screen, yon just have to come all the way 
back to start over again, which could lose appeal very 
quickly. On the plus side is the fact that without the 
POKE, it could take you quite a while to get there. (Oh 
all right, POKE &6391,&937A,&939F and &93A0 
with zero - but I'll leave you to work out how to get 
them in). As you progress the screen is scrolled to the 
left - a nice touch. On reaching the transporter, the 
current screen 'implodes' to present the next - this is a 
great effect. The sound leaves a lot to be desired. 

AUTHOR , Vortex Software 

FORMAT Cassette 
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The first thing you notice about Millionaire is that it 
crashes very soon after it has loaded if you have a disc 
drive attached. So disconnect all the interesting bits of 
your system and try again. This time, you should get 
past the loading screen, of two buildings grazing in a 
field, and see a large telephone appear on the screen. 
The purpose of the telephone is unclear, except that it 
gives a reasonable imitation of a phone ringing. This 
screen tells me I have a home computer, on which I 
have written a program, I have five hundred pounds 
which I am willing to invest in my game and 
depending on the course of action I take and the 
decisions I make, I will either become a millionaire or 
go bankrupt 

The game is basically the appl i cation of a new idea to 
an old format. There are two graphical bits to brighten 
up the boring old text. These are, pictures of your 
current dwelling, depending upon how you are doing, 



and a barchart showing how many peasants have died, 
Oops, I mean how many tapes you have sold. The sort 
of options that you have in the game are; how much 
you spend on advertising and duplicating. How many 
copies you duplicate and whether you put most effort 
into producing new programs or selling or converting 
existing ones, Being a one employee company, you 
cannot fire anyone, unfortunately, but you are allowed 
to wind up magazine editors. (Eh? -Ed)- 

Millionaire may appeal to budding software 
entrepreneurs or people interested in this kind of 
financial simulation. It is not the best example of this 
kind of program and you may get more enjoyment 
from one of the many games, that follow this format, 
that can be found in just about every computer 
publication from the year dot, The major fault of this 
program is, that it gives no information about how it 
arrived at the monthly sales result, making it difficult 
to adjust your decisions and improve your score. 

According to this game, it takes exactly one month to 
produce a marketable program. I shall let you draw 
your own conclusions, 

AUTHOR +1+ ., Incentive Software 

FORMAT .♦.♦„ Cassette 
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OVER AT J, ** 

Animated Strip Poker 




When I first saw an advertisment for strip poker in 
an American magazine I laughed and laughed. Now it 
is available on the Amstrad I think the program is 
more of a giggle. The rules are basically those of five 
card stud poker. You against the computer. However 
the computer is represented by a character called 
Mindy. Ossie, an Alice in Wonderland type 
playing-card, deals each hand. Once a player has 
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exhausted his (or her « should a computer called Mindy 
be called her or its?) funds you play for items of 
clothing. This is where the game hots up. One member 
of the user club staff spent the best part of the evening, 
staying after work to 'test' the program. Even without 
the strip feature 1 suspect the game would still be very 
compulsive. Yes "Animated Strip Poker" is degrading 
to women and it is tempting to run it down for this but 
the reaction of all the men who played it was so strong 
that this would be unrepresentative. The animation is 
limited, only the scene when the girl removes her 
dress is well done but this is very well executed. The 
movements are all natural and the effect is quite 
convincing, even if the result is disappointing. 
The inlay card has been written for the Spectrum and 
needs some re -working on top of this the game has 
quite a few bugs in it. If you should win the program 
crashes when it asks you if you want another go and 
sometimes the screen scrolls when it should not. Worst 
of all the program once crashed in the middle of a 
game. Knightsoft claim that only 100 tapes have been 
duplicated with these bugs but I would like to see a 
corrected version before I was convinced. All in all a 
fun game. 

AUTHOR Knightsoft 



■ hi H hi h> •• 



i • ■ ■ id h + h 4 II ■ * i 



lilflfi*h*lillll'ITIflTI'F I ■■■■ ■ ■ H + l + I 



i ■ ■ ■ ■ * 1 + I k 



FORMAT 
PRICE 

CjRA-Piircs ii-ii-i +■->-- * 

PLAY ABILITY 
ADDICTIVENESS 

Number Painter 



n ■ii + h + l + l + 



hi h + h + i't ■ + ■■ ■ ■■■*• + ■ 



■ ■ ■■ Id 



. i ■ ■ ■ i 



Cassette 

£8,95 



hh hi hi 



4 h 1 P ■ ■■ ■ ■ 



l ■ ■ ■■ ■ + ■ + 



■ ■ • ■ t h h h + b 4 F 4 P 



^- ji- ■£ 




A.S.K. have been producing third-party educational 
software on popular micros for a few years now. 
Number Painter is the first release on their own label. 
The program is designed to test and build mental 
arithmetic skills of children in the age range 5-14, 
After trying the program with some 6-7 year olds I 
think the lower age quoted is a bit optimistic unless 
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the children are particularly bright and perhaps 744 
is the correct range, There are two options in the 
program, the Number painter game and a self-test 
section. 




The Number Painter game is a "girders and ladders' 
type game. At the start of the game you are given the 
choice of twelve levels of difficulty. There are four 
workmen you can choose from, Mr Plod is the slowest, 
while Mr Speedy is obviously on piece-work! A target 
number and starting value are given, you then have to 
move the painter around the screen and 'paint' the 
required numbers to reach the target. But watch out, if 
you take too long a bucket of paint will flood the site, 
also take care not to fall down holes in the girders 
otherwise you will get dizzy and all the numbers will 
be jumbled up. If two or more of your painters reach 
the target you go up a level, if none of the painters 
succeeds within the time Limit you go down a level . 

The self-test option, again with twelve levels, gives 
you a series often problems, If you type in the correct 
answer the painter nods his head and a painter is 
placed on the score line, otherwise the painter shakes 
his head and you are given another chance. If you 
cannot answer the problem within two trys then the 
correct answer is given and you move on to the next 
problem. 

It is nice to see some more educational software 
available for the Amstrad, The graphics, although not 
up to arcade games standards, are still effective and 
colourful and the packaging well laid out and easy to 
follow. On a negative note the sound could have been 
used more effectively, and if found the game selection 
menu confusing. 

AG XT 

...... n m C-sss&tte 

...... £8 . 95 



i ■ ■ i i r - I » ■ 



■ i ■ ■ . i - ■> 



J ■ H ■■ ■■ P . P 



+ ■ 4. ■ L ■ I ■ 



A-XJTHl OR- iii+i+i»M» , m !+if-«-*i*i+i 

F OTL J/I A.T , r , . . i L 1 1 j ,.< J i.i.i.ni.i 

PMC El +- + ».*i*Hr- + .« + l + l + p,p, 

fjrTt AFffiOS* inHti 

PLAY ABILITY: 

ADDICTIVENESS: 

Rp'T^jAlLL . ..r.r.t ......H + lhP*l« 
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3D LANDMARKS 

CAN FEY AROUND 



SUPERB REAL 
TIME SIMULATION 



MYRDDIN FLIGHT SIMULATION 




AMSTRAD CPC 464 



MANUAL 




FULL SCREEN 
DISPLAY 




Here are some screens from a typical flight showing the view from the cockpit (top half of screen) 
produced as printouts of the actual simulator. 




A real time simulation with 3D graphics uses a massive 64000 x 64000 longitude & latitude ffying 
area, making each flight completely different. Developed under pilot instruction to give realistic 
flight effect. The view through the cockpit gives moving 3D graphics. 

Comprehensive instrument panel with moving needle meters & digital displays. 15 aircraft types 
with varying control sensitivities & speeds of between 100-500 knots, 

3 runways available for refuelling, take off& landing. Ground and landmark orientation correct with 
all flying attitudes (rolls etc.). 



The3D graphics are still accurate when 

you fly upside down. 

3D landmarks you can fly around. 

Comes complete with manual & fully 
detailed chart of landmarks & airfields. 

Joystick or keyboard operation. 



If your local dealer doesn't have it in 
stock yet, order from us direct. 
For despatch within 48 hrs. 
(usually 24 hrs.). 



j 



MYRDDIN SOFTWARE, PO BOX 61 , SWINDON, WILTS, 
Telephone: (07 S3) 40661 

Please send me Flight Simulators) by return of post for 

the Amstrad CPC 464 

N^im@ ......... j, , . , , ■ ■ I had I h . ■ ■ hhk , 

Address 



■■ Postcode 

C heque e nclascd for £ 1 1 . 95 INC P&P (CASSETTE ) , £1 5 95 
INC P&P (DISC) OR Debit my Access A/C No. ) 



m. 



OR Telephone through vour Acce&s Order. 



Signed 



- - - - - r 



juJlL 





A powerful ami wirtuntty full implementation of Standard 
Pascal A valuable educational and development tool in en 
incredibly small she (19K) for such a complete language 
compiler r compUes directly to ZSO cods which executes very 
quickly, typically at least 40 times faster than the BASIC 
equivalent INTECERs, REALs. CHARs* ARRAYs, SETs. 
RECORDS, POfNTERs, IF . . . THEN . - . ELSE, CASE . . . 
OF, WHILE . . . DO t REPEAT . , . UNTIL* FOR . . , DO f 
fully recursive procedures and function*, value and variable 
parameters etc, etc. So mueh that you will not believe it. 
You MUST write for details. 





An excellent, fast (4000 lines per minute) assembler coupled 
with a powerful disassembler/debugger, So many features that 
we cannot possibly do the package justice here - conditional 
assembly, assembly from tape, screen and line editing, futl 
arithmetic, front panel debugger with disassembler, single step, 
multiple breakpoints, modify, list and mow memory etc. Every- 
thing you need AND fully relocatable so thai it works anywhere 
within the memory map. 





180 High 5tT«t North 
Dumtlbta. Beds. LU6 1AT 





presents 

FONT 464 

for the 

AMSTRAD CPC 464 

FONT 464 is a sophisticated and powerful font designer 
especially developed for the CPC 464 microcomputer, allowing 
you to design and print your own character fonts and graphic 
symbols in a friendly, menihdriven package. 

FONT 464 allows you to create u new design or amend an 
existing one using such features as set, reset, invert, retect, 
rotate, in verse and even scrolling and an i mat ion f 

Load and save character sets from/to tape or disc, use the new 
charaeierts) from within BASIC, output the characters/ 10 an 
Epson or DMPI printer, design your own animated graphics - 
all this and more with FON T 4641 

FONT 4C4 is supplied with five interesting and amusing 
character sets for you to experiment with and includes a full 
screen copy routine (written as an RSXJ for both Hpson and 
DM Pi printers. 

*AH this power for: £7.95 inclusive * 

Order FONT 464 directly from Hisofi or write for more details. 



Please write to Hisuft for more details of Pascal and Devpac 
on the CPC 464 or contact Amsoft with your order. 




Announcing 



MAXAM 



for the AMSTRAD CPC464 



The start of a complete Expansion System . . . 

SIDESWAYS ROMS at last! 
No more loading L . . 
Leaves 4QK free! 

The perfect system: 

* All -powerful Assembler 

* Complete Disassembler 

* Full screen editor 

* Multi-function Adaptor 

* Huge expansion potential 
in ona simfHeunit! 

So easy to use and learn . . , 



10 WMORY HI MEM- ID 
20 start=H(MEM + 1 
30 .ASSEMBLE.start 
40 'gEt start 
50 'limit &FFFF 
00 'ORG start 
70 CP 10:SCF:RET Z 
80 "ftST 1 AE752 
90 'ORG 8.BD2B 
100'JP start 
110END 



MAXAM - a new full-feature na -com promise 
Assembler/Disassembler/Ed iter - with a difference. It's in 
a very full 16K EPRQM which plugs directly into the 
AMSTRAD. No waiting while it loads - it's always there! 
You can still use the Disc unit You also get. as a bonus, a 
new expansion socket for Amor's n&w range of Sideways 
flOM cartridges {containing, for example, our forthcoming 
Word Processor). 

MAXAM uses no BASIC RAM space. It lets you mis 
BASIC and Machine Code - just like the BEEB! Or, you 
can assemble direct from the Editor and ynu can even use 
the Editor la edit BASIC programs! 

MAXAM is ESSENTIAL software tar the AMSTHAD 
enthusiast. 

Cassette (reduced specification) £13 50 
Disc: £26,90 All prices include p&p. 

MAXAM in ROM £59.90 




+ 



Technical Rata 



• 



Software Houses. We have 1 he periecr low-cost 
system lor software in "ROM! Tglk to ue! 



HirH Quality Software 



*Super-1ast 3000 linas/min assembly *Condi- 
lional Assembly * Plain English error messages 
*Full Expression evaluaiian 'Unrestricted label 
names *0ireciiws include: tffi& BYTE, WORD, 
TEXT, RMEM. LET. IR GET, PUT r LIMIT, CODE, 
N0C0DE. READ. Commands include LIST. "NDLlST. 
USTP, TITLE, PAGE, PLEM. WIDTH. DUMP. 
"Menu-driven. Screen Edilor mnludes move copy 
and deiefE block, tabs, &earch and replace, print 
all/parl or text, Load/Save all/part of texk 
Disc/RDM version only. Register display, Memory 
Edit commands, breakpoint, string search in RAM 
Link to AMSD0S. 

Technical Enqu 01 S62 2174 



Cheques/PCs to Amor Ltd, PO Box 61 9, London SE25 6JL. Order Holline 01-653 1483 (2pm-6pnl) 




** NEW** 

ONLY £19.95 

& BIT CENTRONICS INTERFACE 

MAKE USE OF THAT 8 BIT PRINTER. 
PLUGS INBETWEEN CENTRONICS PORT 
AND PRINTER CABLE 



FOR CPC4B4 INTERFACES 

RS-232 AND PARALLEL INTERFACES 



*RS-232* 

communicate wfth your modem 
talk to other computers 
use serial printers 
split baud rates 
standard 25 way 'd 1 connector 

£45.95 price incl v. at. & p/p 



*PARALLEL* 

MAKE THAT ROBOT MOVE 
RUN HEATING SYSTEMS 
TWIN 8 BIT PORTS 
OPERATES DIRECT FROM BASIC 
2 X 1 4 WAY SPEEDBLOC CONNECTOR 

£25.95 



BOTH UNITS CASED AND INCLUDE THROUGH CONNECTOR FOR INTERSTACKING 
OR CONNECTION OF FURTHER ADD-ONS (DISC DRIVE ETC) 
LITERATURE SUPPLIED AND SOFTWARE ON TAPE 

K.D.S. ELECTRONICS TEL (04853) 2076 

15 HILL STREET, HUNSTANTON, NORFOLK. PE36 5BS 




WE'RE SERIOUS ABOUT 




At the VIRGIN GAMES CENTRES, we've worked 
long and hard to put together the UK'S BIGGEST 
RANGE of COMPUTER SOFTWARE GAMES. We've 
got an unrivalled selection of .. .Adventure Games, 
War Games, Classic Games, Family Games, Sports 
Games, Business and Educational Software. For 
Spectrum, QL, Atari, BBC, Electron, Commodore 64, 
Commodore C16, Commodore Vic 20, Eiam, Enterprise, 
MSX , Amstrad and Oric machines. 

Plus a large stock of utilities, peripherals, chess computers, 
books and magazines - and a range ofSipclair, 
Commodore and Amstrad hardware. 

And if you find choosing software hard, 
we have knowledgeable staff to help fou. 




GAMES CENTRE 



Union Street, Aberdeen ■ 94/96 Briggate, Leeds - 22 Oxford Street, London W1 



LISTING 



III ■■■■II ■■■■Mill III 



Rock Hopper 



ROCK HOPPER i& an arcade strategy game in which 
Freddy (you), the small yellow hopper, has entered a 
system often caves to plunder all the treasures within. 

The caves are highly unsafe and you must beware of 
falling rocks and (in later levels) poisonus snakes, 

A rock will only fall if it has been disturbed* As you 
move you eat away the ground that surrounds you and 
you have to be careful not to trap yourself. You can fall 
from any height and to finish the board you must 
collect all the flashing treasures, before your time 
runs out 

To move Freddy use the cursor keys or a joystick. If 
Freddy gets stuck in a position which he cannot get out 
of you can start the board again by pressing CTRL + A 
(abort) - this also causes you to loose a life. (You start 
with three and get an extra one for every board you 
complete.) 

Other keys are: 

CTRL + G to end the c urrent game 
CTRL + B to choose a board, (1 - lOor 99} 

see BOARD DESIGNER 
CTRL +■ Lto load in a board, see board designer 
CTRL + H to see a summary of the keys & functions , 
CTRL *D to see a demo 
CTRL + N to reset the computer. 

Board Designer 

This program is used to design your own boards to 
load into Rock Hopper. 

Using the cursor keys to move the cursor and keys 1-5 
to place objects, you can design your own boards. Once 
loaded into Rock Hopper you can play the board by 
pressing CTRL + B then typing 99. A little thought 
has to go into the design of the board as it is easy to 
make one impossible to finish. 

Happy Hopping] 




10 REN ************** 
20 REN Nick Stevens 
78 REN ************** 
80 NODE 0 : BORDER 0 
90 INK 0,0:INK 1,26 
100 INK 2 ,2: INK 3,3 
110 INK 4,9:INK 5,24 
120 INK 6r6;2NK 7,4 

130 LOCATE 5,1 : PEN 3 : PRINT "ROCK HOPPER' 1 
140 LOCATE 6,3: PEN 1 : PRINT'" i s Loading" 
150 LOCATE 5,?5:PEN 5: PR I NT^p Lease wait 

160 PEfl 2 



170 LOCATE 4,5:PRIMT CHR$ C 1 94) ; STRINGS £ 1 

2,154);CHR$(195); 
130 FOR a-6 TO 20 

190 LOCATE 4,a:PRINT CHRK149) ; : LOCATE 1 

7,a:PftINT CHRSC 1 49) ; 
200 MEKT a 

210 LOCATE 4,21:PRINT CHRS(193)j STRINGS* 

12,154);CHRS£T92); 
220 WIN&QW#1,5 ,16,6,20 
230 WINDOW SWAP 0,1 

240 LOCATE 4,2:PEN 4:PRINT CHRS(164);" 1 
985" 

250 LOCATE 6,4;PEN 6 : PR I N T " b y " 

260 LOCATE 1,6:PEN 7: PRINT"Ni ck Stevens" 

■ 

270 LOCATE 6 ,8: PRLNV'and" 
280 LOCATE 4,10: PRINT" AMSOFT" 
290 RUN"!fl0CK HOPPER" 



10 REN ************** 
20 REN Nick Stevens 
70 REN ************** 
80 1 POKE GBDEE.ac? 
90 ON BREAK GOSUB 5630 
100 ON ERROR GOTO 5640 
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ita REM 

120 REM *** nain Looo *+* 
130 REM 

GQSUB 330:REH *** set up U&C 1 S 



*** 

158 GOSUB 5?0 : REM *** set up screen +** 
168 GOSUB 750 : fiEN *** initialise *** 
178 GO-SUB 3140: REM *** title screen *** 
188 GOSUB 860sREM *** set up board *** 
190 GOSUB T210:REH *** start sound *** 



930 

310 GOTO 21JJ 
320 REH 

338 REM +*+ set up UDG's *** 
340 REH 

350 &ATA 24,48,24,8,124,28 ,11,120 
360 &ATA 24,56,24,8,124,29,1 22,0 
370 &ATA 24,20,24,16,62,56,288,38 
SU DAT ft 24,28,24,16,62,184,94,0 
390 DATA 20,68,98,127,222,127,52,24 
480 DATA 0,0, 62, 73, 127,73,127,0 
410 DATA 0,238,138,282,42,42,206,0 
428 OA T A 238, 236, 0,119, 119,0, 238, 23S 
43fl DATA 54,73,93,62,25,24,56,112 
440 DATA 105,146,214,124,56,24,28,14 
450 SYMBOL AFTER 128 
460 FOR B=128 TO 137 
470 FOR A=1 TO 8;READ A(A) : NEXT A 

SYMBOL B,A{1),A(2),A(3},A(4),A(5>,A(6),A 
(7),A(8> 
490 NEXT B 
580 RETURN 
510 BEM 

520 REH *** set up screen *** 
530 REH 
540 MODE 0 

550 WIND0y^1,2,19,2,19 





?00 EVERY 70,1 GO SUB 1990 
210 G0SU6 1330:flEH *** read keys 
220 IF a=1 GOTO 2908 

230 IF a*7 THEN ften=0:SOTQ- 2958 
240 rr=0 

250 G05U3 1450: REH +*+ movement 
260 IF rr--1 THEN GOTO 2900 
270 GOSUB 2330:REH *** check rocks 
280 IF rr = 1 THEN GOTO 2B40 
298 IF count>=13x1 "HEN 2060 
300 IF t<l94 THEN a-REMAI N( 1 ) :men=men 



1 : COTO 2 
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570 INK fi,10:INK 9,3 

580 SPEED INK 20,20 

590 PAPER 0:PEN 6 : CLS : BOR&ER 0 

600 LOCATE 1,1 

610 PRINT CHRi{150);STfiINGS<ia,154);CHRS(156J; 

620 FOR a = 2 TO 19 

630 LOCATE 1,a:PRINT CHRSC1495 

640 LOCATE : PRIMT CHRS(K9); 

650 NEXT a 

660 PRINT CHRS(U7);STRINGS(1S,154);CHRS(1H); 
670 PEN 5 ; PRINT CH R5( 1 50) ; STRINGS C 1 8,154) y CHRI 
(156); 

/*680 PRINT CHRSC149); :PEH 4 : PR INT" T I ME "'STRING 

f (12,143);" ";:PEH 5 : PRINT CHRI C 1 49 > ; 
6*0 PRINT CHRt(151);STRING$t11,l54);CHR$(158); 

STRINGM6,154);CHR$£157); 
700 PRINT CHRI(U9); :PEN 4 : PR I NT" SCOR E 0"; 

:PEN 5 : PRINT C^Rt ( 1 49); : PEN 4 s PR I NT "MEN 3 

";:PEN 5:PfINT CHRSC149}; 
710 PRINT CHRttH7>;STRINfiSni / 154);CHR$C155); 

STRINGS(6,154);tHR$f 153>; 
720 PRINT CHR*C2?) *CHR*( 1 LOCATE 5,1:PEN !:P 
< R I NT "ROCK HOPPER";:PRINT CHRS(22) +CHRS(0 

) ; 

730 RETURN 
?40 REM 

758 REN *** set up uariabl.es *** 
760 REN 

770 DIN boatd(20,20) , Loadboatd (20,«20) :Mscore = 

1000: naoet="NJ S 1 ' 
780 SPEED KEY 255,255 : KEY DEF 72,1,240;KEY KEF 
73,1 ,241 :KEY DEF 74 , 1 ,242 : KEY DEF 75,1,24 

3 

790 boa rd = 1 :«en=3: sccre=0 

800 K=2:y'2:t=56S 

810 m=130:n=136 

820 counts 

830 SPEED KEY 255,255 

840 RETURN 

850 REM 

860 REN *** $n up board **+ 
870 REM 

8S0 IF if =-1 THEN board=0 :fiQTQ 1000 

890 ON board GQSUB 900,910,920,930,940,950,960 

,970,980,990:GQTO 1000 
900 RESTORE 3440: RETURN 
910 RESTORE 3660:RETURN 
920 RESTORE 3880:RETURN 
930 RESTORE 4100: RETURN 
940 RESTORE 4320;RETURN 
950 RESTORE 4540 : RETURN 
960 RESTORE 4760: RETURN 
970 RESTORE 4980 : RETURN 
980 RESTORE 5200:feETURN 
990 RESTORE 541 0 : RETURN 
1000 FOR a=2 TO 19 
1010 FOR b=2 TO 19 

1020 IF ff--1 THEN COSUB 1?60:SOTO 1040 
1030 READ c 

1040 IF c=0 THEN boardCa,b)=32 

J050 IF c-1 THEN board(a,b)=207:PEN#1,2 

1060 IF c = 2 THEN board (a ,b>- 132 : PENfll ,3 

1070 IF c = 3 THEN board U , b> = 1 33 : PE1M1 ,7 

1080 IF c=4 THEN board(a,b)=135: RENINS 

1090 IF demO=1 THEN aS=INKEYS:lF aSo"" THEN d 

emo= 2: RETURN 
1100 LOCATE AM ,b-1 ,18- 



1110 PRINTS 1 , CHRt C board Ca,b) >; 
1120 NEXT b:IF 3<19 THEN PRINT*! 
1130 NEXT a 

1140 IF ff=-1 THEN ma>n=i*ax2:gx = lgx:gy s Lgy:RET 
URN 

1150 READ max1,gx,gy 
1160 RETURN 
1170 REM 
1180 REM 

1190 REM *** start sound *** 
1200 REM 

1210 FOR a=198 TO 572 STEP 4 
1220 PLOT a, 50 : DRAW a,60 y 5 
1230 SOUND 1,700-a,2 
1240 NEXT a 
1250 RETURN 

1260 IF loadboardta,b)=32 THEN c=0 
1270 IF loadboardta,b)-207 THEN C=1 
1280 IF Uadboard(a,b)=132 THEN c=2 
1290 IF loadboard(a,b>-133 THEN c=3 
1300 IF loadboard(a,b)=135 THEN c = 4 
1310 RETURN 

1320 REN *** read keys *** 
1330 REM 

1540 yHILE INKEYSO"";WEND 

1350 aS-INKE Y$ 

1360 IF t<194 THEN RETURN 

1370 IF a$= ll?r THEN GQSUB 1590:GOTO 1350 

1380 a^ASCUS) 

1390 IF a=l OR a=7 THEN RETURN 
1400 IF a<240 OR a>243 THEN 1350 
1410 IF a = 242 THEN m=128 
1420 IF a-243 THEN m=130 
1430 RETURN 
1440 REK 

1450 REN *** -novewertt *** 
1460 REN 

1470 LOCATE tf,^PRINT CHR$ C 32 ) ; 

1480 x1-x:y1=y 

1490 K=x+(a-Z4Z]-(a=243) 

1500 py+fa = 240)-(a = 241) 

1510 IF *<2 THEN x=2 

1520 IF x>19 THEN x-19 

1530 IF y<2 THEN y=2 

1540 IF y>19 THEN y=19 

1550 IF b&ard Cy A jc ) <> 132 AND boar d (y ,x )<> 135 TH 

EN 1760 
1560 x=x1:y=y1 
1570 RETURN 
1580 REN 

1590 REN *** print ian *+* 
1600 REN 

1610 LOCATE x,y:FEN 4 
1620 PRINT CHRSCm); 
1630 IF gx=0 THEN 1660 
1640 LOCATE gx,gy:PEN 1 
1650 PRINT CHRS(n); 
1660 

1670 IF c>20 THEN GOSUl 1690 
1680 RETURN 

1690 IF m=1 28 THEN b=129:G0T0 1730 
1700 IF n=129 THEN m-128:GOT0 1 730 
1710 IF p=130 THEN m= 13 1 : GOTO 1730 
1720 IF 11=131 THEN m=130:GQTO 1730 
1730 IF n=136 THEN n=137:GOTO 1750 
1740 IF n=137 THEN n=136 
1750 c=0:RETURN 
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CABINETS 

A range of Cabinets especially designed 
foryour home computer system, 
Keep it dust free , tidy and secu re . 

Send SAE far Colour 'Leaflet 
MARCOL CABINETS 
Solent Business Centre 
Mi lib rook Rd. West Southampton SOt OHW 
Tel: (0703) 774832 (24 hr Answering Service) 



SHEKHANA COMPUTER SERVICES 
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4.« 


TTCE tfOHRIT 


ii * 


I1M 


AZIMUTH iREftD a[JGMm:-:nt« 




1.U 






SJG 


CtnDETOBASlCPAKTI 






FYJAMAUAMA 




7.W 


ALLLEYEL6GAMIB 







LHBJ^.^JrjTO.SHEKJ-IAflA tUWPirii* ^.RVlCfei : ti S3 GREE* LAMEST JO. <(,V- 

< WULUtPrttAlMIULtt ONLY K TELH HM - SI 55. 
0* VISJTOUK U AHSLES SHOPPIE CENTRE UHET 1 1, 5fT-5il OXFORD SI. WEE I DP. 

OffiN 7 EJAY5 A WEEK < L UK F»(*l iURBLE ARCH TUBE STATHJH 1 fljHJ^T EK,SCfflmSAPPUCAH£ L*«L¥ 



RADIO COMMUNICATION 
SOFTWARE & HARDWARE 
FOR THE CPC464 

Morse cod* LutorprogTaTJiFnt" - Random Letters or wards. 5- Ixj ^H) wpm. 
Type^rt text or from tape etc . 

Prim - —> i«i £6.W> 

HTTY Transect Pnif^am. 
Ku I L feg rrA Rjulin teletype program 
SfpUt stcrften - type ahead buffer etc. 

Price CwssHLtr £12.76 

Disc SEW-W 

AS] priota include Pi P and VAT 
.Send large SAE for fall catalwjfue. 

PNF CommimicatiqiiH. 

62, La wee Avenue. NFWH A VEN, 
K. Siuaex, iiSNSSH. 

Atf#tf& AtuJ Vina Welcome 



CPC 464 

WHY PAY MORE? 



SQRCEfiY 


7.50 


fi RIG THE VIKING 


7.95 


RETURN TO EDEN 


7.90 


TECHNICIAN TED 


€.50 


FIG HTER PILOT 


6.99 


MUTANT MONTV 


6 99" 


BATTLE FOR MIDWAY 


7.90 


JEWELS OF BABYLON 


4.99 


AMERICAN FO0TEALL 


7.95 


JET SET WILLY 


625 



SEND 17P STAMP & SAE FOR PRICE LIST AND ORDER FORM 

RAMESES (DEPTAD2) 

1 2 WINS LEY RD, COLCHESTER, ESSEX CO! 2 




CHILTERN COMPUTER CENTRE 




BENEFITS: 

15% Utemmjt un altSaftwaia 
.Li^b risnmm! nn Hardwdiid 



JOIN OUR SOFTWARE DISCOUNT CLUB 



MEMBERSHIP G 

E5 00 bar stx mafitha lit £9.50 tor a fear 
writ& ar phuDB 6ac dataUs 



AMSTRAD GAMES 




Game of the month: Ghostbusters 








^LfWQNSrrCRCHASE 


TJS 


ALMBtALCRAFSPEE 


8S 


AB^ r ENTUREQUE5T 


m 


AIR TRAFFIC UONTtJftL 


7.M 


ALIEN W 


T.S5 


AMERICAN FOOTBALL 




AMSGOLf 




AlflMATEDSTREPWKH: 


H.flS 


^STRO ATTACK 






TJI 


BATTIiKftKH MIDWAY 




HtJ.CiGBR 


7.9& 


BEIDCI PUVER 


7 3=, 


CENTRE OOlfflT 




CLASSIC AIIVKNTL/KEl 




CI»AS3CRACDfG 


H.SKi 


OOiOSSALADVENTUBTi 


9.95 


CRAZY G01F 




GUBTF 




DARK STAR 


7.B& 




7.^5 


DffiTECTTVE 




OUKGEOti" ADVEMTJRP 




El^CnffiFREDOEE 


&95 


EiWLLRALDlSLl: 


R.RR 


EiR— BERT 




l?klf:THEVIKIMC 




FANTASIA DIAMOND 


7S=, 


FiyETTHRV1[.[yr 


T.M 


HREAKT 


+i -ELS 


HWTBALLMANACER 


T.95 


FfjRESTAT WORLDS END 




FRUIT MAC HINE 


ft.M 


GALACTIC PLAGUE 


H.-Ub 


OEHSOFSTBAfflJB 




GHOOJIS 


eJi 


GRAND PfUK DRTVE H 


7.9ft 


HAREJERArFACK. 


B.&5 


HAUNTED HEDGES 


H.95 


HOHEHUHNER 


S95 


HOUSE OTUSHER 




HUNCHBACK 


7.95 


H1,IN7*:HKI3.IKK 


a ojc 


,i™ksao* ! i*aRVLON 






Ub 


] JJKESfi O^'TTME 




UAMOMIWER 




M>i*A[rKth:i::iM amuromlda 


". r ..l 






ME WCNtililXJOPV 1 AUWlMtVf 


H.U5 


MUTAJfT MONTY 




PUNCffY 






1195 


QUACK-AJACR 




HEPOOAT& 


r 


RETURN TO EDKN 






8.5ft 


ROLAND IN TIME 


site 


R01A.ND0N THE RITN 




ROLANDOHTFCE ROPES 


5.95 


ROLAN'DGOESffltffilNG 


S3* 


TKiLAN 7 L>AHOV 




ROUh'DCOESS^UAEE B ASH3NC? 




SNOWBALL 


9.95 


SOFTWARESIAR 


TS5 






SI'AMN^MAN' 






9.96- 


STEVE Eta VIS SKOOKER 




SULTANS MAZE 




TEt:Hrch":[AN TED 




TF^TMAT^H 


AMSTRAD EDUCATIONAL 














BASK i FART H 


1S.H5 


AMSTRAD BASK fPAHTIi 


19.95 


AHMAL VEGETABLE. MINTS RAI. 


395 


HAPPY NUMBERS 





KAPPY WRITING 
nat-MAfi ONB 

AMSTRAB UTILITIES 

AA1S WORbU'DKLl PSOCESSOR 
HlSCiFTPASCAL^L 
MICROTEK i DISC i 

AMSTRAD HARDWARE 

AMSTRADCPC464 + Saftware ^totk 

DM?'] PRINTER 

nlBt'llBtrVKBOl-l 

AMSTRAL>J0YSTKK 

PRINTER I1AD 

KWERMOlWLATOK 



.95 
.95 



45 00 



HA J^PY LETTER 
TlMEWAlVTOO 



«.95 



WORD HANG 



1193.95 
£12.95 



PFMllATARA.^ 


a.DO EAH-AMSWORD 




HOME ACCOUNTS MANAGER 


MACHEHEGODE TUTOR 




MICRO SPREAD inlSCi 


WW ?T0CK-AI!> 

BOOKS 




PrJ, WWAAE DRMSS IMJOl C20 


40 KQtiC AtlONALGAMfiS PQRCPC444 




4ND SHE II DISC'S Uffl 5| RET AH 


ACraLDaGUIDETOTHE AMffTIWTi 




UHHIADE M lUHfJTti Pf+MTtn 


A1WXN71 JttK OAMKH KUHThlK Ut^HUI> 


life 


HSEaWHPD'QDO 


AM^AA&AMEHBLY language 


1 1 ; i>:- 


CARWAfiERfL 


AMSTUDfTtOGRAVMI^BOCK 




J^TlOCLEUWairtAIWtlB 






CHQTAsUB BDOWS. Bp SUCH 








liJkSLC FkCKikAMMINGOM rtJeTFL^ D 


I7.« 




CQWUTERCRA^LLENGBS 






IKS* 0U1SOTTHI AM3TRAD 






M*GHI!fl CODETORBBEMNrfEliS 






PRACTICAL F«OGBAM5FOBCPC461 






5EMSATICHAL G AMEfctKS rt.M.iTFw r? 


am 










mt AMSTRAD LTPCflfci ESPLQRE3} 





HAPRAU.Y 
WORLD WISE 



H130FTDEVPAC 

M][;H<.]^R3PT!DE$Cl 

TASWOHI14M 



1HE AUV ANCED L'SE K C U r DI- 
vo; Kr liter 1 amh ik.%u i-wi h ikaji 



ifi in 

Li. r=. 



1-J.1KJ 
1S.35 



MAILORDER 

P17.A5E MAKE dCEOUlS S. PffilALOBDEfl PAYABLE TO 
HEWEJIQWH UJrtrttUSLTD 

75f ifciummAD. 
umtN. 

BEDSUTj ILY 

WT ACCEPT VISA 
QVEfl£ZA£ TRADE I, MAC UftDCF. L^LTJIHJ^ WLOUUHt 
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1760 

1770 
1 780 

1790 
1800 
1810 
1820 
1830 
1840 
1850 
I860 

TS73 




1890 
1900 
1910 
1*920 
1930 
1940 
1950 
1960 
1970 
1930 
1990 
2000 
2010 
2020 
2030 
2040 
2050 
2060 
2070 
2080 
2090 

2100 

2110 
2120 
2130 
2U0 
2150 
2160 
2170 
2180 

2190 
2200 
2210 
2220 
2230 
2240 
2250 
2260 
3270 

2280 
2290 
2300 
2310 
2320 
2330 
2340 
2350 

."363 
2370 



IF board(y, x)=32 AND boa rd(y+1 ,x>=32 THEN 
2230 

IF board(y,x)=133 THEN GOSUB 1900 

IF board(y,x>=207 THEN $eore=score+5 : PEN 

4 '. LOCATE B,24:PRINT USING" *****''; S CO 

board(y,x)=32 

IF gx=0 THEN RETURN 

PEN 2 

LOCATE gx,gy:PRINT CHRJtboa rd ( gy ,gx) ) ; 

gx1 =git : gy1 = gy 

gx=gj< + ( gx>x>- (gx<x ) 
gy=gyt(gy>y)-£gy<y) 

IF x=gx AND y=gy THEN LOCATE x,y:PEN 9:PR 
INT CHR$(238);:rr=-1 

IF boa rd < gy,gx H>207 AND board(gy,gx ) <>32 
THEN gx=gx1 :gy=gy1 : RETURN 
RETURN 
REM 

rem *** update score *** 
REM 

scorers core*50: PEN 4 

LOCATE 8,24: PRINT USING"*****""; Score 

LOCATE x,y:PEN 1 : PRINT CHRS(134); 

FOR a=30 TO 50:SOUND 1,a,Z:NEXT a 

count=count+T: ' IF count>=max1 THEN 1650 

RETURN 

REN 

REM *** update time *** 
REN 

PLOT t,50:DRAW t,60,0 
t = t-4 

SOUND 3,t,2 

RETURN 

REM 

REM *** finish board *** 
REM 

board=board+1 : f f-fl 
men=«n+1:IF men>99 THEN men=99 
PEN 4 

a = RENAINCD 

FOR a=t TO 194 STEP -4 
score=seore+1 0 

LOCATE 8,24:PRIHT US I NG score; 
PLOT a ,50 : DRAW 3,60,0 
SOUND 3, a, 2 
NEXT a 

IF beard>10 THEN 6870 
COS JEs 3370 
GOSUB 800 

LOCATE 18,24:PEN 4:PRINT USING"**"; men 

GOTO 180 

REM 

REN *** fall *** 
REN 

y=y+i 

IF y>19 THEN y=19 
GOSUB 1590 

LOCATE x,y:PRINT CHRS132) ;: SOUND 2,y*2,5 
IF board(y+1,x><>32 THEN RETURN 
GOTO 2260 
REN 

REM *** check rocks *** 
REM 

IF board{y-1,x)=132 THEN rr=1 : RETURN ELSE 
rr=0 

LOCATE x,y:PEN 4;PfiINT CHRS(b); 

IF gx<>0 THEN LOCATE gx,gy:PEN 1:PRINT CH 

RS(n>; 



2380 
2390 

2400 

2410 
2420 
2430 
2440 



2460 
2470 
2480 
2490 



IF *1=X AND y 1 =y THEN RETURN 

IF board(y1-1 ,x1-1>=132 AND board(yl-1 ,x1 

>=32 THEN 2430 

IF board<y1-1,x1+T)=132 AND boa rd(y 1-1 ,x1 

)=32 THEN 2540 

RETURN 

REM 

rem *** fall fro« left *** 

REM 

x2=x1-1 :y2=y1-1 

LOCATE xf-1,y1-1 :PRINT CHRK32); 



2510 
2520 
2530 
2540 
2550 



2570 
2580 
2590 
2600 
2610 
2620 
2630 
2640 
2650 
2660 
2670 
2680 



2700 
2710 
2720 
2730 
2740 
2750 
2760 
2770 
2780 
2790 
2800 

2310 

2820 
2830 
2840 
2850 
2860 
2870 
2880 
2890 
2900 
2910 
2920 
2930 
2940 
2950 
2960 
2970 
2980 
2990 
3000 



ardCy1-1,x1-1)=32 
SOUND 1,500,20 

LOCATE x1,y1 :PEN 3:PRINT CHRS1132); 

board(y1,x1)=T32 

SOUND 2,400,5 

GOTO 2660 

REN 

REN *** fsLl from right *** 
REN 

x2=x1+1 : y2= y 1-1 

LOCATE x1+1,y1-1 : PR I NT CHRS(32>; 
board(y1-1 ,x1+1>=32 
SOUND 1,500,20 

LOCATE x1,y1:PEN 3: PRINT CHRSH32); 

ogard<y1,x1)=132 

SOUND 2,400,5 

REM 

REM *** rock fall *** 
REM 

IF board(y2-1,x£)=132 THEN GOSUB 6370 
IF *1 =x AND (y1+1=y OR y1=y) THEN 2840 
IF board Cyl + 1 ,x1 J<>32 THEN GOSUB 2?S0:RET 
URN 

LOCATE x1,y1 :PRINT CHRSC32); 

board{y1,x1)=32 

y 1=y 1+1 

SOUND 2,y1*2,3 

IF x=x1 AND y=y1 THEN 2840 

LOCATE x1,y1:PEN 3 : PRIfiT CHRSH32); 

board(y1,x1)=132 

GOTO 2680 

REN 

REM *** falL again? #** 
REM 

IF board(y1+1,x1+1)=32 AND boardCyl ,x 1 +1) 
=32 THEN 6190 

IF board(y1+1,x1-1)=32 AND boa rd(y1 ,x1 -1 ) 

=32 THEN 6280 

RETURN 

REN 

REN *** squash! *** 
REN 

LOCATE x,y-1:PRINT CHRS132); 
SOUND 1,500,20 

LOCATE x,y:PEN 9:PRINT CHR$(132>; 

SOUND 2,400,5 

men=men-1 

LOCATE T8,24:P£N 4;PRIMT US I NG"**"; men 
REM 

REM *«* end routine *** 
REM 

FOR a=100 TO 200;SOUND 1,a,2:NEXT a 
LOCATE 1S,24:P£N 4:PRINT US IH6 rf * «en; 
IF men <1 THEN 3050 
a=RENAIN (1) 
PEN 2 

GOSUB J380 
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LISTING 



::ico:::': : :o: : : : :""" 



3010 PEN 4:LQCATE 7,22; PRINT STRIN6* ( 1 2, 1*33 ; 
31320 GOSUB 803 
*» 3030 GOTO 180 
3040 REM 

3050 REM +*+ game over *** 
3060 REM 

3070 LOCATE 6,t0:PRINT CHRSf 22] +CHR*< 1 » ; : PEN 4 
: PRINF'G AHE OVER"; : PRINT CHR$( 22)+CHR*< 0 

3080 a=fiEMAIN(I) 

3090 IF suore>h-iscore THEN hi score-s cere : GOSUB 

5890 ELSE FOR a=T TO Z000: NEXT a 
3100 LOCATE 7,22:PEW 4:PRINT STRINGK12, 143) ; 
3110 GOSUB 790 
3120 GOTO 170 
3130 REM 

3140 REM *** title screen *** 
3150 REM 
3160 CLSI1 

- 3170 PENfll, ZsLOCATEJI, 3 ,4: PRINTS 1 /'Suf de FR 
EDDIE"; 

31S0 LOCATEK1 ,1,5: PRlNTjflPI /'around the screen" 

■ 

3190 LQCATEA1 ,1,6:PRINT01,"Hith the <ARROV5>" 

■ | 

3200 L0CATE#1 ,1,B:PENfl1,7:PKINT#1,"CoL L^Ct Tr 
easures"; 

3210 IQCATEIM y 4/10: PENff 1,3; PRINTS 1 / r Avoi d Roc 
ks"; 

3220 LOCATEiVl,5 / 13:PEN#1^4:PRlNTff1, rr HIGH SCORE 

3250 LOCATEtfT , 5,1 5: PAPER/11 ,4: PENH1,5: PRINTS1, U 
SING"#M#r;Mscor6: LOCATED, 10,1 5: P8INT* 
1," ";narae$; :PAPER#1,a 

3240 L0CATE/M,4,18:PENfM,1:PRlNT#1,"PRESS fl KE 
Y"; 

3250 PEN 2 

3260 xx=0:demo=0:board=1 :f f=fl 

3270 WHILE INKEY S<> "" : UEND 

3280 a$=INKEY*:xx=xx+1 

3290 IF xx>2000 THEN GOTO 6530 

3300 IF aS="" THEN 3230 

3310 LOCATE 1,24:PEN 5:GQSUB 700 

3320 IF a$=CHR!M 23 THEN GOTO 5660 

3330 If »t >CHRS( 2 ) THEN GOSUB 6050 

3340 IF BS=CHSJU) THEN GOTO 6730 

3350 IF a$=CHRl<4) THEN 6530 

3360 IF aS=CHR$(14)TK£H CALL 0 

3370 FOR a = Z00 TO 100 STEP -5:SOUND 1 ,a,5 : SOUN 

D 2,a*2,5:SOUND 3,a*3,5:NEXT a 
3380 CLSfM 

3390 LOCATE 7,10:PEN 4: PfiIHtT"Bt?a rd"; boa rd; 
3400 RETURN 
3410 REN 

3420 REN *** BOARD 1 *** 
3430 REN 

3440 DATA 1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1/1 
3450 DATA 1,1,1,1,4,4,4,1,1,1,1,1,1,1,1,1,1,1 
3460 DATA 1,1,2,1,1,1,1,1,1,1,0,0,0,0,0,0,2,1 
3470 DATA 1,1,1,5,2,1,1,2,1,1,0,1,1,1,1,1,1,1 
3430 DATA 1,1,1,1,1,1,1,2,1,1,0,1,1,1,1,1,1,1 
3490 DATA 2,1,1,1,1,1,1,3,1,1,0,1,1,1,1,1,1,1 
3500 DATA 3,1,1,1,1,1,1,1,1,1,0,1,1,2,2,1,1,1 
3510 DATA 1,1,1,2,3,2,1,1,1,0,3,1,1,3,3,3,1,1 
3520 DATA 1,1,1,1,1,1,1,1,1,0,1,1,1,1,2,2,1,1 
3530 DATA 1,1,1,1,1,1,1,1,1,0,1,1,1,1,1,1,1,1 
3540 DATA 1,1,2,1,1,1,2,1,1,0,1,1,1,1,1,1,1,1 



3550 DATA 1,1,0,0,0,0,0,1,1,0,1,1,1,1,1,1,1,1 
3560 DATA 1,1,0,4,4,4,0,1,1,0,1,1,1,1,1,1,1,1 
3570 DATA 1,1,0,4,3,4,0,0,0,0,1,1,4,4,2,2,1,1 
3580 DATA 1,1,0,4,3,4,0,1,1,1,1,1,2,2,2,2,1,1 
3590 DATA 1,1,0,4,1,4,0,1,1,1,1,1,2,4,4,2,1,1 
3600 DATA 1,1,0,0,0,0,0,1,1,1,1,1,1,1,1,1,1,1 
3610 DATA 1,1,1,1,1,1,1,1,1,1,1,1,1,1,3,3,1,1 
3620 DATA 12,0,0 
3630 REM 

3640 REN *** board 2 *** 
3650 REM 

3660 DATA 1,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,1 
3670 DATA 1,1,2,1,1,1,0,0,2,2,0,0,1,1,1,2,1,1 
3680 DATA 1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1 
3690 DATA 1,1,1,1,1,1,1,1,3,3,1,1,1,1,1,1,1,1 
3700 DATA 2,2,4,1,4,1,4,4,2,2,4,4,1,4,1,4,2,2 
3710 DATA 1,1,1,1,0,0,0,1,1,1,1,0,0,0,1,1,1,1 
3720 DATA 1,0,0,1,0,3,0,2,1,1,2,0,3,0,1,0,0,1 
3750 DATA 1,0,0,1,0,2,2,1,1,1,1,2,2,0,1,0,0,1 
3740 DATA 1,0,0,1,1,1,1,1,1,1,1,1,1,1,1,0,0,1 
3750 DATA 1,0,0,0,1,1,1,1,1,1,1,1,1,1,0,0,0,1 
3760 DATA 1,0,0,0,0,0,0,0,1,1,0,0,0,0,0,0,0,1 
3770 DATA 1,0,0,0,0,0,0,0,1,1,0,0,0,0,0,0,0,1 
3780 DATA 1,0,0,0,0,0,0,0,1,1,0,0,0,0,0,0,0,1 
3790 DATA 1,0,0,0,0,0,0,0,1,1,0,0,0,0,0,0,0,1 
3300 DATA 1,0,0,0,0,0,0,0,1,1,0,0,0,0,0,0,0,1 
3810 DATA 1,0,0,0,0,0,0,0,1,1,0,0,0,0,0,0,0,1 
3820 DATA 1,0,0,0,0,0,1,0,2,2,0,1,0,0,0,0,0,1 
3830 DATA 3,3,3,3,3,3,1,3,4,4,3,1,3,3,3,3,3,3 
3840 DATA 18,0,0 
3850 REN 

3860 REN *** board 3 *** 
3870_R EH 

3880 DATA 17T,1, 0,0, 0,0, 0,0, 0,0,0, 0,0, 0,1, 1,1 
3890 DATA 1,1,1,0,0,0,0,0,2,2,0,0,0,0,0,1,1,1 
5900 DATA 1,1,1,2,2,0,0,0,1,1,0,0,0,2,2,1,1,1 
3910 DATA 1,1,2,5,1,0,0,0,1,1,0,0,0,1,3,2,1,1 
5920 DATA 1,1,1,1,1,1,1,1,1,1,1,1,1,V,1,1,1 
3950 DATA 1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1 
3940 DATA 4,4,4,4,4,4,4,2,0,0,2,4,4,4,4,4,4,4 
3950 DATA 4,0,0,0,0,0,0,0,0,0,0,0,1,1,1,1,1,2 
3960 DATA 4,0,0,0,0,8,0,0,5,5,0,0,1,1,1,1,3,2 

3970 DATA 4,0,0,0,0,0,0,0,1,1,0,0,0,0,0,0,1,2 

3980 DATA 4,0,0,0,9,0,1,1,1,1,1,1,0,0,0,0,1,2 

3990 DATA 4,0,2,2,1,1,1,1,1,1,1,1,1,1,0,0,1,2 

4000 DATA 4,0,0,2,1,1,2,2,1,1,2,2,1,1,0,0,1,2 

4010 DATA 4,0,0,2,1,3,3,3,1,1,3,3,3,1,0,0,1,2 

4020 DATA 4,0,0,2,1,1,1,1,1,1,1,1,1,1,0,0,1,2 

4030 DATA 4,0,0,2,1,1,1,1,1,1,1,1,1,1,0,0,1,2 

4040 DATA 4,3,3,2,1,1,1,1,1,1,1,1,1,1,1,1,1,2 

4050 DATA 4,4,4,4,4,4,4,4,4,4,4,4,4,4,4,4,4,4 

4060 DATA 13,0,0 

4070 REN 

4080 REN *** board 4 +** 

4090 REM 

4100 DATA 1,1,2,0,0,0,0,0,0,0,0,0,0,0,0,2,1,1 

4110 DATA 1,1,2,0,0,0,0,3,5,5,5,0,0,0,0,2,1,1 

4120 DATA 1,1,1,1,1,2,4,1,4,4,1,4,2,1,1,1,1,1 

4130 DATA 1,1,2,2, l,0,fl,3,3, 3, 3, 0,0, 1,2, 2, 1,1 

4140 DATA 1,1,3,2,0,0,0,0,0,0,0,0,0,0,2,3,1,1 

4150 DATA 1,1,1,1,0,2,2,2,2,2,2,2,2,0,1,1,1,1 

4160 DATA 1,4,1,1,0,2,2,2,2,2,2,2,2,0,1,1,4,1 

4170 DATA 1,4,1,1,0,0,0,0,0,0,0,0,0,0,1,1,4,1 

4180 DATA 1,1,1,1,4,4,4,4,4,4,4,4,4,4,1,1,1,1 

4190 DATA 1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1 

4200 DATA 1,0,2,2,1,1,2,2,2,2,2,2,1,1,2,2,0,1 

4210 DATA 1,0,0,0,1,1,0,0,0,0,0,0,1,1,0,0,0,1 
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LISTING 



4220 


DATA 


1,1,1,1,1 ,0,0,0,0,0,0,0,0,1,1,1,1,1 


4900 


42313 


DATA 


1,0,0,0,1,0,3,3,3,3,3,3,0,1,0,0,0,1 


4918 


4240 


DATA 


1,0,0,0,1 ,0,0,0,0,0,0,0,0,1 ,0,0,0,1 


4920 


4250 


DATA 


1,0,0,0,1,0,2,2,2,2,2,3,0,1,0,0,0,1 


4930 


4260 


DATA 


4,4,4,4,4,4,4,4,4,4,4,4,4,4,4,4,4,4 


4940 


4270 


DATA 


4,4,4,4,4,4,4,4,4,4,4,4,4,4,4,4,4,4 


4950 


4280 


DATA 


16,0,0 


4960 


4290 


REM 




4970 


4300 


REM 


*** board 5 *** 


4980 


4310 


REM 




4990 


4320 


DATA 


1,1,1,2,2,1,0,0,0,0,0,1,1,1,1,1,1,2 


5000 


4330 


DATA 


1,1,1,3,3,1,0,0,0,0,1,1,0,0,0,0,0,0 


5010 


4340 


DATA 


1,1/4,4,4,1,4,4,4,4,1,0,0,0,3,3,3,0 


5020 


4350 


DATA 


1,4,3,3,4,1,4,2,2,0,1,0,0,0,0,0,0,0 


5030 


4360 


DATA 


1,4> 1,0, 4, 1,4, 2, 0,0, 1,4,4,4,0, 0,0,0 


5040 


4370 


DATA 


1,4,1,0,4,1,4,0,0,1,1,0,0,0,0,8,0,0 


5050 


4380 


DATA 


1,4,1,4,4,1,0,0,1,1,2,2,4,4,0,0,0,0 


5060 


4390 


DATA 


1,0,1,1,1,1,0,0,1,0,0,0,0,0,0,0,0,0 


5070 


4400 


DATA 


1,1,1,1,1,1,3,3,3,0,0,0,0,0,0,0,8,0 


5080 


4410 


DATA 


2,2,1,1,0,0,0,0,0,0,0,0,0,0,0,0,0,2 


5090 


4420 


DATA 


0,0,0,1,0,0,0,0,0,4,4,0,0,0,0,0,0,4 


5100 


4430 


DATA 


0,0,0,1,0,2,2,2,0,0,0,0,0,0,0,1,1,4 


5110 


4440 


DATA 


1,1,1,2,0,1,1,0,0,0,0,2,0,0,0,4,1,4 


5120 


4450 


DATA 


4,0,0,4,0,2,2,0,4,0,0,4,0,0,0,4,1,4 


5130 


4460 


DATA 


4,0,0,4,0,0,0,0,4,0,0,1,1,1,1,1,1,4 


5140 


4470 


DATA 


4,0,0,4,0,0,0,0,4,0,0,4,0,2,4,0,3,4 


5150 


4480 


DATA 


4,3,3,1,1,1,1,1,1,3,3,4,0,2,4,4,4,4 


5160 


4490 


DATA 


4,4,4,4,0,2,2,0,4,4,4,4,0,2,0,0,2,0 


5170 


4500 


DATA 


15,0,0 


5180 


4510 


REN 




5190 


4520 


REM i 


*** hoard 6 *** 


5280 


4530 


REM 




5210 


4540 


DATA 


1,8,4,1,3,1,1,1,1,1,1,1,1,1,1,3,4,3 


5220 


4550 


DATA 


4,0,4,1,4,1,4,4,4,4,4,4,4,4,4,4,4,1 


5230 


4560 


DATA 


4,0,4,1,4,1,4,1,3,1,4,1,3,2,2,2,2,1 


5240 


4570 


DATA 


4,0,4,1,4,1,1,1,4,1,4,1,4,2,2,2,2,1 


5250 


4580 


DATA 


4,8,4,1,4,4,4,4,4,1,4,1,4,2,2,2,2,1 


5260 


4590 


DATA 


4,0,4,1,4,4,1,1,1,1,4,1,4,2,2,2,2,1 


5270 


4600 


DATA 


4,0,4/1,4,4,1,4,4,4,4,1,4,4,4,4,2,1 


5280 


4610 


DATA 


4,8, 4, 1, 4, 4, 1,4, 1,1, 1,1, 1,1, 3, 4, 2,1 


5290 


4620 


DATA 


4,0,4,1,4,4,1,1,3,4,4,4,4,4,1,1,2,1 


5300 


4630 


DATA 


4,0,4,1,4,1,1,4,4,4,4,4,4,4,4,1,2,1 


5310 


4640 


DATA 


4,0,4,1,4,1,4,4,1,1,1,1,1,3,4,1,2,1 


5320 


4650 


OAT A 


4,0,4,1,4,1,4,1,1,4,4,4,4,1,4,1,2,1 


5330 


4660 


DATA 


4,0,4,1,4,1,4,1,4,4,4,4,4,1,4,1,2,1 


5340 


4670 


DATA 


4,0,4,1,4,1,4,1,4,1,3,1,4,1,4,1,2,1 


5550 


4630 


DATA 


4,0,4,1,4,1,4,1,4,1,4,1,4,1,4,1,2,1 


5360 


4690 


DATA 


4,3,4,1,4,1,4,1,4,1,4,1,4,1,4,1,2,1 


5370 


4700 


DATA 


M/4,1, 4, 1,4, 1,4, 1,4, 1,4, 4, 4, 1,4,1 


5380 


4710 


DATA 


4,0,3,0,4,1,1,1,1,1,4,1,1,1,1,1,4,1 


5390 


4720 


DATA 


10,0,0 


5400 


4730 


REN 




5410 


4740 


REN i 


»** board 7 *** 


5420 


4750 


REN 




5430 


4760 


DATA 


1,1,1,1,1,1,1,1,1,2,1,1,3,1,4,4,2,2 


5440 


4770 


DATA 


4,4,4,2,1,4,1,2,1,2,1,2,3,1,1,1,1,1 


5450 


4780 


DATA 


3,3,3,1,1,1,1,4,1,2,1,2,4,1,2,1,1,1 


5460 


4790 


DATA 


4,4,4,2,1,1,1,1,1,2,1,2,4,1,2,1,1,4 


5470 


4S00 


DATA 


1,1, 1,1, 1,1, 1,1, 1,2, 1,2,4, ',3, 1,1,1 


5480 


4810 


DATA 


1,4,1,1,1,1,1,1,1,2,1,2,4,1,3,1,1,1 


—-5490 


4820 


DATA 


2,4,1,2,4,1,4,4,4,2,1,2,4,1,3,1,1,1 


5500 


4330 


DATA 


1,1,1,1,0,1,1,1,4,4,1,4,4,2,2,4,0,4 


5510 


4340 


DATA 


4,4,4,4,0,4,4,1,1,1,1,3,3,2,4,0,0,0 


5520 


4850 


DATA 2,2,2,2,0,2,4,4,4,4,4,2,4,2,4,0,0,0 


5530 


4860 


DATA 


0,0,8,0,0,0,8,0,0,0,9,0,0,0,0,0,0,0 


5540 


4870 


DATA 


0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0 


5550 


4830 


DATA 


4,4,4,4,0,4,4,4,1,4,4,4,4,4,1,4,4,4 


5560 


4890 


DA7A 


0,0,0,0,0,1,1,1,1,1,1,4,1,1,1,1,1,3 


5570 



DATA 0,0,0,0,0,1,1,1,4,4,1,4,1,4,1,4,1,2 
DATA 1,1,1,2,3,2,1,1,4,4,1,4,1,4,1,4,1,2 
DATA 0,0,0,2,1,3,2,1 ,1,4,1,4,1,4,1,4,1,2 
DATA 0,0, 0,2, 1,1, 4, 1,1, 4, 1,1, 1,4, 1,1,1, 4 
DATA 13,0,0 
REN 

REM *** hoard 8 *** 
REN 

DATA 0,7,2,3,0,4,3,4,0,0,0,0,0,1,1,1,1,3 
DATA 1,1,1,4,0,4,3,4,0,0,0,0,0,0,8,0,0,1 
DATA 2,2,1,4,0,0,1,0,0,0,0,0,0,0,8,0,0,1 
DATA 1,1,1,4,2,4,0,4,0,0,3,0,0,0,0,9,2,1 
DATA 0,0,0,0,1,2,0,2,0,4,4,4,4,0,0,0,2,1 
DATA 0,0,0,0,1,2,0,4,0,0,0,0,0,0,0,0,2,1 
DATA 0,0,0,0,1,1 ,0,0,0,0,0,0,0,0,0,0,4,1 
DATA 0,0,0,0,1,4,1,1,1,4,1,1,1,1,1,1,4,1 
DATA 0,0,0,0,1,4,1,1,2,4,4,4,4,2,1,1,4,1 
DATA 0,0,0,1,1,1,1,1,3,3,3,3,3,3,1,1,4,1 
DATA 0,0,0,1,0,4,1,1,2,2,2,2,2,2,1,1 ,4,1 
DATA 2,0,0,1,0,4,1,1,1,1,1,1,1,1,1,1,1,1 
DATA 1,0,0,1,0,4,1,1,4,4,4,4,4,4,0,4,4,0 
DATA 3,0,0,1,0,4,4,4,4,0,0,0,0,0,0,0,0,0 
DATA 1,0,0,1 ,0,0,0,0,0,0,0,0,0,0,4,0,0,0 
DATA 3,0,0,1 ,0,0,0,0,0,0,0,0,0,0,0,4,0,0 
DATA 1,0,0,1,1,1,1,1,1,1,1,1,1,1,0,0,4,0 
DATA 3,3,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0,4 
DATA 15,0,0 
REM 

REM *** board 9 *** 
REM 

DATA 0,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1 
DATA 1,1,2,1,1,1,1,1,1,2,1,1,1,1,1,1,1,2 
DATA 1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1 
DATA 1,1,1,1,2,1,1,2,1,1,1,1,2,1,1,1,1,1 
DATA 2,1,1,1,1,1,1,1,1,7,1,1,1,1,1,2,1,1 
DATA 1,1,2,1,1,1,4,4,4,4,4,1,1,1,1,1,1,1 
DATA 1,1,1,1,1,1,4,1,1,1,4,1,1,1,1,1,1,1 
DATA 1,1,1,1,1,1,4,1,1,1,4,1,1,2,1,1,1,1 
DATA 1,2,1,1,1,1,2,4,4,1,4,1,1,1,1 ,1,1,1 
DATA 1,1,1,1,1,1,2,1,3,1,4,1,1,1,1,2,1,1 
DATA 1,1,1,1,1,1,2,1,3,1,4,1,1,1,1,1,1,1 
CAT A 1,1,1,2,1,1,4,1,1,1,4,1,1,1,1,1,1,1 
DATA 1, 1,1, 1,1, 1,4,4,4, 4,4,1,1, 2, 1,1, Ul 
DATA 1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1 
DATA 1,1,2,4,2,4,2,4,2,4,2,4,2,1,1,1,1,1 
DATA 1,1,0,2,0,2,1,2,1,2,0,2,0,1,1,1,1,1 
DATA 1,1,3,1,3,1,4,1,4,1,3,1,3,1,1,1,1,1 
DATA 1,1,1,2,1,2,1,2,1,2,1,2,1,1,1,1,1,1 
DATA 6,11,12 
REN *** board 10 *** 
REN 

DATA 8,1,1,1,1,1,1,1,1,1,1,1,1,2,4,4,4,2 
DATA 1,1,1,1,1,4,4,4,4,1,1,1,1,4,3,3,3,2 
DATA 1,1,1,1,1,4,1,1,1,1,1,1,1,2,0,0,3,2 
DATA 1,1,1,1,1,4,1,1,4,1,1,1,1,4,3,3,3,2 
DATA 1,1,1,1,1,4,1,1,4,1,1,1,1,2,2,2,2,2 
DATA 2,2,1,1,1,4,4,4,4,1,1,1,1,1,1,1,1,1 
DATA 3,1,1,1,1,2,1,1,1,1,1,1,1,1,1,1,1,1 
DATA 1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1,1 
DATA 1,1,1,1,1,1,1,1,1,1,2,1,2,1,1,1,1,1 
DATA 1,1,1,1,1,1,1,1,1,1,4,1,4,1,1,1,1,1 
DATA 1,1, 1,1,1,1,1,1,1,1,4, 1,4, 1,1, 1,1,1 
DATA 1,1,2,1,1,1,1,1,4,4,4,1,4,4,1,1,1,1 
DATA 4,1,4,1,1,1,4,4,4,0,0,0,0,4,4,1,1,1 
DATA 4,1,4,1,4,4,4,2,0,0,0,2,0,0,4,4,1,3 
DATA 4,1,4,4,4,6,0,1,0,0,2,0,2,0,0,4,4,1 
DATA 4,3,4,0,8,0,0,1,0,0,0,0,0,0,0,2,4,4 
DATA 4,1,0,0,0,0,0,1,0,2,0,1,0,2,0,1,8,4 
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COMPUTER WORKSTATIONS AND DESKS 



rhr 'ar-r-st addition tu Ihe Srii«-tt'ca". dnye r-ji bten ^LhuiiOiliiMHy receiver! ay hnth 
dealers and home computer owner* for providing aU the facilities 3 compiler user 
could require, Shown in our phottxjraph with the Amstwd CPC464 y^ou car* *ee there 
regains plenty of space both behind and alongside trie computer. TTw raised shelf 
prow*?? ample room for your monitor, and if you choose, a printer. Any weight wiN be 
easily supported as aril the shelves are fined to two me tar rails which travel the fiiil 
width of the desk and locate Into the met^F ends, Castors provide an often needed 
mobility Tor you* deik. The shelves are supplied in a Teak wootfgrain finish to 
rom!:lifr;("-l me L.'rjrk "leidhc blown Canted mew Wis *nn fr.-m^ 

At the bade of the desk there is ample space above and oelow the courtesy panel rot 
irrtcfcoT'ineCtrrK] leads and paper feed to the printer. Every requirement has been 
provided for. 



Dimensions Distance between top and middle shelf 


1 46 mm |S V) 


Distance oetween middlr an:: oortom shelf 


J16mm(S 


r^prjhgrpiintfi 


2*92 mm 1 1 T V/"J 


Depth of bottom sheff 


32QmmJI2 V/'J 


Width 


^fl3mmjafi 3 / 4 rr } 


Depth 


il0mm|^4-;i 


Height 


8S9mm|35") 


price £69-95 






The model 450 workstation has many feature* 
not found on large desks twice ifie- cost ttw 
top shelf has 3 large holes to allow the leads to 
be easily fed to the back of the unit. Once here 
they are air fed into a <f Into 1 masterplug 
supplied wrth Dhe workstation, thus 
allowing just one lead [suppr«d| to be 
required for mains electricity. Trie pre 
formed plinth k moveatble 
allowing it to he used either left 
or right "handed". Frtted to the 
bottom edges is a non slpp rubber 
strip making your monitor safe. The 
painted metal frame pfuwdes. 
substantial strength and stability 
whilst the Pitted castors allow easy 
ity. 



Model No. 450 



Dimensions Depth of plinth 


29fimm[l 1 '/ a ") 


Wrdih of plinth 


478 mm (18%") 


Distance between lower sheff and working sheir 


178 mm (7^ 


Width 


762mm|30 r 'J 


Depth 


SCO mm 1 19 V 'J 


Height 


743 mm (29 V* "J 


price £59-95 






Modul No. 800 




Model No-TtfM) 



An attractive piece of computer furniture the mode* 500 arso provides all the 
computers users res^ements. A full width monitor sherF allows easy lert or n^hl 
handed operation whifetstiii providing space for the printer. The rau^e- work surface 
gives plenty or room fur yuur Amstrad computer with ample "working room" still 
available. A unique Shlnecrest development allows the desk to be mobile by the 
filing of 2 painted metal castor supports. The very large courtesy panel ensures that 
the desk e, statxie and sow and will not "rock" Ukp some models available The back 
is "cut away" to allow unobtrusive removal of leads. The model §00 is available in a 
Teak woodgrain finish. 



Dimcfiaians Depth of plinth 


296mm|l 1 V) 


Distance between top and middle siielf 


130 mm £5') 


Width 


%Smm [38") 


Depth 


&90mm (23 %T') 


Height 


&65mms:34"> 


i price £54-95 





ShirteOttsE PtqouCE Ltd. are a wefl tSiaWtsned company Si^fipfying many major Electronic cc^pan^iicludinrj *PHTad. Ourranoe or" produrr: are sold tiy such outlets as HafTOCfS. Seirldges and 0.H, Evans. 

foottain ywr computer dcsK or ivnrk sLrtiirtwc sugOKt you purcnase Jtany rjf the folfcwingdtaters:- 
Spectnjrn r>a^ 3D Connote rs, RarflCo, Sewaros, P.H. Electronics, Cnk^esterCo-C^OKford A Swindon Ca-qs, Ircf^C, and from rnosr. ^M&T*Afi Stcickists. 
i='i the wMtfy event thatyOuare unade COOOtain tne product you require, p+ease conract ^MrroesiatTfte a^Mress below, wrio win provide the name and address or" your nearest stocky 

SHINE C RE ST PRODUCTS LTD., 
UNIT 14, DICKER MILL, 
HERTFORD, HERTS 
TEL. HERTFORD (0992) 51977 
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5580 DATA 4,1,0,0,0,0,0,1,0,0,3,3,3,0,0,1,0,4 

5599 DATA 13,17,4 

5600 HEM 

5610 REM +** break routine *** 
56?0 REM 

5630 MODE 1:PEN 1: PRINT" returning to basic": 
TO 5650 

* 5640 MODE 1:PEN 1 : PRINr'Error";ERfi; "in Line";E 



5650 SPEED KEY 40,2 

5660 END 

5670 REM 

5680 REM *** Load in board *** 

5690 REM 

5700 CLSdM 

5710 PEN 4:VIND0W SWAP 0,1 

5720 LOCATE 2,3: PR INT'Load in Board."; 

5730 LOCATE 2,5: PR INT"Press PLAT then"; 

5740 LOCATE 2,6:PRINT ,, |)resS SPACE."; 

5750 LOCATE 2,9: PftlNT'ENTEft to abort."; 

5760 aS=INK|YS 

5770 IF aS="" THEN 5760 

5780 IP aI=CHR!CT3> THEN WINDOW SWAP 0,1:GOTO 
3160 

5790 IF aS<>" " THEN 5760 

5800 LOCATE 2,10 : PRINrSearchi ng. . ,"; 

5810 openin"! board" 

5820 LOCATE 2 ,12: PRINT"Leadi ng "; 

5830 FOR a=2 TO 19 

5840 FOR b=2 TO 19 

5850 INPUTA9,loadboard(a,b) 

5860 NEXT b,a 

5870 INPUTil9,Mx2,lgx,Lgy 

5880 CLOSEIN : WINDOW SWAP 0,1:GOTO 3160 

5890 REM 

5900 REM *** tl -r score *** 
5910 REN 
5920 nane£="" 

5930 LOCATE 6,12 : PRINT"HIGH SCORE"; 
5940 LOCATE 9,14 : PRINT"???"; 
5950 FOR a=1 TO 3 

5960 WHILE INKEY*<>"":NEND . 

5970 a$=lNKEY$:IF aS=' f " THEN 5970 

5980 LOCATE A+8, 1 4 : PRINT a$; :naie**naae$+aS 

5990 NEXT a 

6000 FOR a=1 TO S:SOUND 1 ,200,2: SOUND 1,0,2:NE 

XT a 
6010 RETURN 
6020 REM 

6030 REM *** seLect board **+ 
6040 REM 

6050 LOCATE#1,1,18:PENfl1,4:PRINT#1, "SELECT BOA 

RD ??"; 
6060 b$= ,,H 
6070 FOR a = 1 TO 2 
6080 WHILE INKERS <> J '" : W END 
6090 al=INKETt:IF aS="" THEN 6090 
4100 IF a*OCHRtC13) AND <a$<"0" OR aS>"9") TH 

6110 LOCATED , a +16,18:PRINTtf1,aS; 
6120 bS=bt+a$ 
6130 NEXT a 

6140 LOCATE#1,1,18:PRJNT»1,SPACE$<18>; 
6150 b=VAL CbS) 

6160 IF b*99 THEN ff=-1:GOTO 6180 
6170 IF b<1 OR h>10 THEM GOTO 6050 
6180 board=b:RETUfiN 



6190 REM 

6200 REM +** faLL to right *** 
6210 REM 

6220 LOCATE x1,y1:PRINT CHfi*(32) ;: board (y1 ,x1 > 
=32 

6230 SOUND 1,200,20 
6240 x1=x1+1:y1=y1+1 

6250 LOCATE x1,y1 :PEN 3 : PR I NT CHRS < 1 32) ; : boa rd 

{y1,x1)=132 
6260 SOUND 2,100,5 
6270 GOTO 2660 
6280 REN 

6290 REN *** fait to Left *** 
6300 REN 

6310 LOCATE <1,yi:PJUHT CHRS (32) ; :board(y1 ,xt ) 
=32 

6320 SOUND 1,200,20 
6330 x1 = x1-l:y1=yH1 

6340 LOCATE x1,y1:PEN 3:PRINT CHRS (132); : board 

Cy1,x1>=132 
6350 SOUND 2,100,5 
6360 GOTO 2660 
6370 REM 

6380 REM **« another faLL *** 
6390 REM 

6400 LOCATE x2,y2-1 : PRINT CHRS (32); :boa rd( y2-1 

,x2>=32 
6410 SOUND 1,200,20 

6420 LOCATE x2,/2:PEN 3 : PRI NT CHR$( 132) ;: board 

(y2,x2)=132 
6430 SOUND 2,100,5 

6440 IF board(y2t1 jf x2)<>32 THEN RETURN 
6450 y2=y2+1 

6460 LOCATE x2,y 2-1 : PRINT CKR*<32) : board(y2-1 , 

x2>=32 
6470 SOUND 1,y2,2 

6480 LOCATE x2,y2:PEN 3:PRINT CKRS( 132); :board 

(y2,x2)*132 
6490 GOTO 6440 
6500 REN 

6510 REM *** (Jemo ■ode *** 
6520 REM 

6530 CLSJM lLOCATEjn,1,2:PEN<M,1:PRIMTfM,"Hit a 

key to start"; 
6540 LOCATE#1,5,4:PEN*1,2:PRlNTfl V'DEMO MODE" 

6550 PN1HT#1:PRINT#1 

6560 PSINTfl : PEN#1 ,6 : PRINTfll , "FINISH - 10 x TI 
HE" 

6570 PRINT/M :PEN*M ,7:PRINT#1," ";CHflS( 133); " 

- 50 POINTS" 

6580 PRINTfll : PENJ1 ,2: PSINTS1 "; CHfi$( 207) ; " 

- 5 POINTS" 

6590 PfiINT*1:PEN#1,3:PRINT#1," "; CHRS( 132) ;" 

- ROCKS" 

6600 PRINT#1 : PEN # 1 ,8 : PR I NT# 1 , " CHRSU35 ) ; " 

- WALLS"; 
6610 deio=1 

6620 board=1 

6630 FOR a=1 TO 2000: IF INKETSO"" THEN 3140 E 
LSE NEXT a 

6640 CLS#1: LOCATED, 5,9: PENH, 4: PRINTfM, USING" 

Board Onboard 
6650 GSSJB 860 

6660 IF demo=2 THEN GOTO 3140 
6670 board=board+1 

6680 IF board>10 THEN FOR a = 1 TO 3000:NEXT a:6 
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OTO 6536 
6690 GOTO 6630 
6700 REM 

6710 REH *** k*y functions *** 
6720 REN 
6730 C L S # 1 

6740 PEN#1 ,5 : LOCATE* 1 ,1 ,1 : PRlHTff 1 ^" KEY FU 
NCTIOH "; 

6750 PEN# , 1,4:LOCATE#1 f 1 f 3;PRIMT#U"ARROWS M 

QVEHENT"; 
6760 PRINT#1," T* ABORT NAN"; 
6770 PRINTHM , " l G END GAME" 

6780 PRINT#1:PENIf1 # 3:PRIIITA1, w IB SELECT BOA 

RD"; 

4790 PRINTHM," fH THIS SCREEN"; 
6800 PRINTDfl," Id DEMO NODE"; 
68T0 PRINT #1 ," TL LOJAP BOARD"; 
6820 PRINT #1 ," TN RESET" 
6830 PRINTffl :f*EN#1 ,2 : PRIHT#1 (I " CTRL)" 
6840 L0£ATE#1 ,4,18 : P£N#1 , 1 : PR INT* 1 ^"H I T ANY KE 
Y" 

6850 WHILE INKEYSo "" :VEND 

6860 Af=INKEYt: If A*="" THEN 6860 ELSE GOTO 31 
60 

6870 CLS#1:LOtATE#1,2,2:PEN«1,5:PRlNT#1,"CONGR 

ATU LATIONS!" 
6880 PRlNTfl1:PEN#T,4:PRlNTP1/'fcig have tompLet 
ed"; 

6890 PRINT#1,"aLl the boards in"; 

6900 PRINT* 1/' this game." 

6910 PRI NTIH :PENiM,1: PRINT HM # " nou you can tr 

y" 

6920 PRINTIM, "designing your own"; 
6930 PRlNTffl," boards with the" 

6940 PRINTm:PEN/n,2:PRlNT#V' BOARD DESIGNER 
ii 

6950 PRINTIM:PRINTJM:PRINT#1:PENIII1,8:PRINT(!M ," 

HIT A KEY TO END" 
6960 WHILE INKEYSO" " : NEND 
6970 3l=INKEYS:IF al="" THEN 6970 
6980 IF score>hi score THEN hi score=s core: CLSA 1 

:GOSUB 5920 
6990 GQ5UB 790:GOTO 170 



10 REN ************** 

20 REN Nick Stevens 
70 REN ************** 
80 ON BREAK GOSUB 1640 
REN *** main loop *** 
GOSUB EBB : REH *** set up UDG'S 



X** 



GOSUB 360:REH *** set up screen *** 



120 GOSUB 500:REM *** menu 

130 GOSUB 630:REH *** variables 

140 GOSUB 720: REM *** print cursor 

150 GOSUB 730:REH *** key press 

160 GOSJB S10:REH *** decode key 

170 GOTO 140 

180 GOTO 180 

190 REN *** set up UDG'S *** 

200 DATA 24,56,24,8,124,28,11,120 

210 DATA 24,56,24,8,124,29,122,0 

220 DATA 24,28,24,16,62,56,208,30 

230 DATA 24, 28, 24, 16, 62, t84, 94,0 

240 DATA 20,60,90,127,222,127,52,24 

250 DATA 0,0,62,73,127,73,127,0 

260 DATA 0,0,0,0,0,0,0,0 

270 DAT* 238,238,0,119,119,0,233,238 



*** 
*•* 
*** 
*** 
*** 



::::. ::::: 



280 DATA 108,146,214,124,56,24,28,14 

290 SYMBOL AFTER 128 

300 FOR B = 128 TO 136 

310 FOR A = 1 TO 8: READ A(A) : NEXT A 

320 SYMBOL B,A(1 ) , A( 2) ,A(3) , A(4) , A ( 5) , A( 

6>,A(7),A(8) 
330 NEXT B 
340 RETURN 

350 REM *** set up Screen *** 
360 MODE 0 

370 INK 0,0: INK 1,26:INK 2,9MNK 3,13:IN 

K 4,24:INK 5,6:INK 6,2:INK 7,6,8 
330 INK 8,10 
390 SPEED INK 20,20 
400 PAPER 0:PEN 6 : CLS :BORDER 0 
410 LOCATE 1,1 

420 PRINT CHR*C150);STRINGS(18,1S4);CHRi 

(156); 
430 FOR a=2 TO 19 
440 LOCATE 1,a:PRINT CHRSCH9); 
450 LOCATE 20,a:PRINT CHR$(149); 
460 NEXT a 

470 PRINT CHRS<147>;5TRING*(18,154);CHRS 

(153); 
430 RETURN 

490 REN *** print cut iftertu *** 
500 LOCATE 1,21: PEN 1 

■S' 

■L' 



arrows 
' space 1 



- Save"; 

- Load"; 

- aove"; 
-reset"; 

3= 4= 5=" 



510 PRINT"PHESS 
520 PRINT" 
530 PRINT" 
540 PRINT" 

550 PEN 5:PRINT"1= 2= 
560 LOCATE 3,25:PEN 3: PRINT CHRSU32); 
570 LOCATE 7,25:PEN 2: PRINT CHRS( 207); 
580 LOCATE 11,25:PEN 7:PRINT CHRSC133); 
590 LOCATE 15,25:PEN 8:PRIHT CHRSC135); 
600 LOCATE 1 9,25 : PEN 1;PRINT CHRSM36); 
610 RETURN 

620 REM *** set up variables *** 

630 DIM board(18,18) 

640 x=2:y=2:gx=0:gy=0 

650 c=159:if=0 

660 FOR a=1 TO 18 

670 FOR h=1 TO 18 

680 boardCa,b)=32 

690 NEXT b,a 

700 RETURN 

710 REM *** print cursor *** 
720 PRINT CHR$(22)+CHRS<1>; 
730 LOCATE x,y 
740 PEN 4:PRINT CHRl(c); 
750 PRINT CHRS(22)+CHRSC0>; 
760 RETURN 

770 REM *** uait for key press *** 
780 aS=INKEYS:IF aS="" THEN 780 
790 RETURN 

800 REN *** decode key press *** 
810 LOCATE x,y 

820 IF sS="r' THEN PEN 3;PRINT £HRi(132) 

;:boardty-1,n-1>=l32:RETURN 
830 IF aS="2" THEN PEN 2 : PR INT CHRS<207) 

; :board(y-1,x-1)=207: RETURN 
340 IF aS="3" THEN PEN 7 : PR INT CHRIU33) 

; : board (y-1 ,x-1 )=133: RETURN 
850 IF aS="4" THEN PEN 8:PRI«T CHRSU35) 

;: board (y-1 ,x-1)»135: RETURN 
360 IF a *=" " THEN PEN 0 : PRINT CHR*(32); 

:board(y-1,x-l)=32:IF sc=flx AND y=gy 
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THEN 3X-@;gy=0 




1 r 00 


FOR 3=1 TO 


18 


870 JF sS = " p> THEN RETURN 




1 J ID 


FOR b=1 TO 


18 


880 IF a$ = ,p 5 PI THEN PEN 1 : PRINT 


CHRIC136) 


1 520 


LOCATE a + 1, 


6+1 


; :gx=x:gy=y :f f =-1 : RETURN 






IF board(b, 


a>=32 THEN PEN 0 


890 If |f.^H'- ,J THEN GOSUB 1320 : R 


ETURN 


1540 


IF boardib, 


a>=132 THEN PEN 3 


900 IF aS = 'V THEN 60SUB 1070 : RETURN 


1550 


IF board(b,a>-297 THEN PEN 2 


910 IF al = r 'p" THEN GOTO 1688 




1560 

1 J V u 


IF boardfb, 


a>=133 THEN PEN 7 


920 a=A5CUS> 




1570 


IF hoard(b, 


a}-135 THEN PEN 8 


930 IF boardCy-1,K-1}=133 THEM 


PEN 7 


1580 


PRINT CHfit(board{b,a) ); 


940 If boardEy-1,x-1)=132 THEN 


PEN 3 


1590 


NEXT b,a 




951} IF boardCy-1 y x-1>=2fl7 T HEM 


PEN 2 


1600 


LOCATE gx,gr:PEN 1 : PRINT CHRS ( 1 36) ; 


960 IF boardCy"1yX-1}-135 THEN 


PEN 8 


1610 

1 V ■ w 


GOSUB 500 




970 IF gx=x AND gy=y THEN PEN 1 


SPRINT CH 


1620 


RETURN 




R$( T3* } ; : GOTO 990 




1 630 


REM *** error trap *** 


980 PRINT CHR*<boardty-1,*-1)); 




1640 


«0b£ 1 




99fl x = x + (a-242)-(fl-2H) 




1650 


PEN 1 : PAPER 


0:CLS 


1000 y = y+(a=240)-<a=241) 




1660 

1 V M V 


PRINT 11 RETURNING TO BASIC" 


1010 IF x<2 THEN x=2 




1670 


END 




1020 IF x> 19 THEN x=T9 




1680 


NODE 2: PEN 


1:PAPER 0:PRIHT"&ATA "; 


1030 IF y<2 THEN y=2 




1690 


■3X2=0 




1040 IF y>19 THEN y=19 




1700 


FOR 3=1 TO 


18 


1050 RETURN 




1710 

II 1 mt 


FOR b=1 TO 


18 


1060 REM **+ save board *** 




1720 


IF board (a, 


b>=32 THEN PRINT"!,"; 


1070 LOCATE 1,21 




1730 

I I up mT 


IF board(a, 


b)=207 THEN PRINT"!/ 1 ; 


1080 PRINT SPACES (1 BB); 




1740 


IF board (a, 


b>=132 THEN PRINT"?,"; 


1090 LOCATE 1,21 




1750 


if board (a. 


b) =133 THEN PRINT"!,"; =■ 


1100 PRlNFReady ca&sette," 






ax2-max2+1 




1110 PftIJ|T"PrMS PLAY and REC" 




1760 


IF board (a , 


b>=135 THEN PRINT"4,"; 


1120 PRlNT N then press SPACE" 




1770 


NEXT b 




1130 PRIWT" ENTER to abort" 




1780 


PRINT: PRINT 


"DATA "; 


1U0 GOSUB 780 




1790 


NEXT a 




1150 IF at=CHRS<13> THEN GOSUB 


500:RETUR 


1*00 


PRINT max?, 


gx^y 



N 

160 IF al<>" " THEN 1148 

170 PRINT'Saving . ■ ■ " 

1 SB max 2=0 

190 FOR a=1 TO 18«FO« bf 1 TO 18 

200 IF board(a,b)=133 THEN iax2=ma*2+1 

210 NEXT b,a 

220 OPENOLST "Jboard" 

230 FOR a=1 TO 18 

T240 FOR b=1 TO 18 

T250 P*UNTtf9,board(a,b) 

260 NEXT b,a 

270 PRiNn^ma^gx^gy 

280 C LOSEOUT 

290 -G0SU3 :20 

300 RETURN 

310 REN *** Laad board *** 

320 LOCATE 1,21 

330 PRI NT SPACES C 100) ; 

340 LOCATE 1,21 

T350 PRINT"fieady ca&sette* 11 

360 PRINT M Pr«»s PLAY" 

370 PRINT"th<m press SPACE," 

1380 PR I NT 1 " ENTER to abort," 

390 GOSUB 7fl0 

400 IF aJ=CHRS£73) THEN GOSUB 500:RETjfi 
N 

410 IF at<>" " THEN 1390 

420 PRINT"Loading B . ." 

430 QPENIN Aboard" 

440 FOR a=1 TO 18 

450 FOR b=1 TO 18 

460 INPUTS, board(a,b) 

470 NEXT b r a 

480 INPUTA9,max2,gx,gy 

490 C LOSEOUT 




s- =s ^ si . / 
- - si s 3 ™ 

^ jt -5 3 * 

— ^ ~ti 

3^-3 1" ... 



■ v - - -7: ■- ■ ■ v; • 



, ■ '"Z^^fr*r" J 

i TIME fciE&^-r:.. - 

• /\ 0 1« 1 ^> * fc> . 



HEM 




This program is available on tape 
-see page 13 
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GRAPHICS TOOLBOX 



David Robinson. 



PART 2 





Before we discuss this months additions to the 
GRAPHICS TOOLBOX I would like to comment 
briefly on the two screen dump routines in the 
TOOLBOX in response to queries raised by several 
readers. First of all the easy answers :- 

1, You can't do bit- image screen dumps to pen type 
plotters like the MCP. These devices work on an 
entirely different principle and need special 
separate software to drive them. 

2, You ean*t do bit-image screen dumps to daisy wheel 
printers. The lowest resolution of these printers is 
one character which on a dot matrix printer is made 
up of at least 56 individual dots. It is this 
characteristic which allows us to manipulate each 
needle in the print head to produce detailed images 
on the paper. 

3, You can't send a full mode 2 screen width to the 
Amstrad DMP1 printer. This is because a mode 2 
screen is 62 0 dots wide and the DMP1 is only 480 
dots wide. Similarly several 'Epson compatible' 
printers can only receive bit image information in 
480 byte chunks which limits the maximum screen 
width in a similar way. Check your printer manual 
carefully to see what the limits are. 



Two common queries are - 

a , Why do the routines run so slowly ? 

The answer is because we are using interpreted 
BASIC as our programming language- The general 
idea of these routines is to illustrate the principals 
which are involved. To do this with machine code 
would limit the audience to readers who are familiar 
with assembly language - which isn't everybody - or 
those who are using Pascal (Incidentally the same 
routine in Pascal takes about 1.5 minutes). A screen 
dump involves around 64000 calculations which takes 
a while even for a fast BASIC like Locomotive- You 
can improve the speed a little by rewriting the routine 
using multi -statement lines but for real speed try Cliff 
Lawsons machine code routine which appeared in 
issue 4 h 

b. Why does the routine sometimes stop with an 
illegal function call error. 

This is my fault - hangs head in shame - everything 
works fine in MODE 2 or in MODE 1 if you only use 
INKS 0 & 1. The original subroutine was written for 
the ' WHIRL Y s program in ISSUE 1 which only used 
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MODE 2 and on incorporating it into the TOOLBOX I 
forgot to mention that it would only work properly 
with MODE 2 screens. The fix for this is simple -make 
sure that the TEST result is effectively always 0 or 1 
by changing TESTfL%*2,pixln-??} to 
l*(TEST(L%*2,pixln ??) 0) 

Now fur this months TOOLBOX routines which will 
complete the set needed before we start on our 
SKETCHPA I) program plus the first major routine for 
that program ■ the one to move the cursor around the 
screen without leaving a trail behind it. 



START LINE 


ROUTINE NAME 


PURPOSE 


22200 


SAVESCREEN 


Saves a cQpy of the 
sciwn in BIT IMAGE 
form tu the default 
storage device i tape or 
disc. 


22300 


LOADSCRKEN 


Loads a previously 






saved screen back 






from tape or disc. 


22400 


JOYMAP 


Re-designate$ the 
cocie-s generated by 
joystick 0 to produce 
the same codes as the 
curifDr keys. 



Saves a copy of the screen in BIT IMAGE form to the 
default storage device (tape or disc). Loads a 
previously saved screen back from tape or disc. 
Re -designates the codes generated by joystick 0 to 
produce the same codes as the cursor keys. 



LOADSCREEN 

Entry Conditions; As for SAVESCREEN. If you are 
using a disc drive (highly recommended) then the 
re- 1 oad takes no more t han two seconds . 



LOADSCREEN 




22300 REM *************** 




22310 REM * SCREEN LOAD * 




22320 REN *************** 




22330 REN 




22340 LOAD " !" + FLNAMS 




22350 RETURN 





JOYMAP 

Entry Conditions: None. Remember to reset your 
computer by using [CTRL] [SHIFT] [ESC] after using a 
program with this routine or a game which uses 
joysticks may not work properly. 

Next month I will have the SKETCHPAD program 
which uses all of our TOOLBOX routines and, in 
addition, will use both solid brushes and an adjustable 
airbrush for painting with. To start the project off we 
finish this month with the cursor control routine for 
the SKETCHPAD. The variables CX% & CY% define 
the screen position of the graphics cursor and CXH% s 
CXL% , CYH% & CYL% define the boundary of the 
drawing area. Values will be assigned to these in the 
initialisation routine. 



COMMENTARY 
SAVESCREEN 

Entry Conditions: You specify the filename which 
you want to save to by setting the variable FLNAM$, 
The CPC464 will automatically sense whether you are 
using tape or disc, and if using tapes then the faster of 
the speed options is used. Each screenful I saved in this 
way takes up 1 6K so it is a good idea to ensure that you 
have enough disc space before using the routine. 



SAVESCREEN 

22200 REM *************** 
2^210 REM * SAVE SCREEN * 
22220 REM *************** 
22230 REN 

22240 SPEED WRITE 1 

22250 SAVE " ! " + FlNAM$,B,K 

22260 SPEED WRITE 0 

22270 RE"LRN 



0,84000 



JOYMAP 




22400 


REM 


******************* 


22410 


REM 


* REMAP JOYSTICKS * 


22420 


REM 


******************* 


22430 


REM 




22440 


KEY 


DEF 72,1,240 : REM UP 


22450 


KEY 


DEF 73,1,241 : REM DOWN 


22460 


KEY 


DEF 74,1,242 : REM LEFT 


22470 


KEY 


DEF 76,1,13 : REM FIRE 2 


224S0 


KEY 


DEF 77,1,13 : REM FIRE 1 


22490 


RETURN 
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TIPSTER -^St 

" SPECTRUM +/48 
AMSTEAD CPC464/COMMODORE 64 

The most accurate 
horse race predictor on the market 

* Tipster V2 took 18 months of trial and error 
before we arrived at the system that makes- it the 
most accurate race predictor on the market. 

* Fully tested against other computer race 
predictors. 

* Tipster even performs better than the human 
tipsters from the top nine newspapers. 

* Many winners found at high prices, 

* For both flat and national racing. 

* The system will never go out of date. 

* We reveal the secrets of profitable betting. 

* Special tutor for the absolute beginner to racing, 

* Tipster also includes a program to calculate 
your returns for you. 

If you can buy a more accurate race 
predictor we'll refund your money 

Don 'f he templed to buy cheap or inferior product. 

£14,95 

E I SYSTEMS 
PO Box 171 » WolwhamptDn, Watt Midland* WV10 OP J 

Leaves a/i other race predictors in the paddocKs. 

f Please state computer) rmu 



Make your AMSTRA D start paying for itself! 

Games are fun, but it's time you used your computer for sometrurig re^Ly 
useful. Like brining your financial affairs under control with 

MONEY MANAGER 

A professionally written bu@ines& |, pemnai financial mangement system. 
Record all your transactions for the past 12 months. Up to 100 entries per 
month . Up to 50 classes of incomeyexpenditure, divided into groups. Up to 9 
accounts (current, savings, credit card, building society, VAT cash etc). 
Fully selective monthly statements, annual statements, pie charts and 
multiple bar graphs, Full set of demonstration data included. 

Cassette + 12 page manual, only £14,95 inel p&p 

Connect Systems, 

from 

3 Planchford R<L> London W129ND 



PAST FRIENDLY SERVICE 

'"STOULOf^ERTWOOH MORE HE MEL DEDUCT RXTKA nOp PERJTtM*"* 
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SORCERT 
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U&ft 


a i j <s i n u j 




GH0STB1.ISTRFB 


BJM 


ACCESSOH11S 




M00N1UGGY 




F.nUTA.nfflS" 




[W.ANK THIjCH 
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Writ* qt ptwiwfw TREE 1 JHTfljid LATEST RELEASES. 
OVERSEAS QEIjEHS.I'LEAill AD&WpEUBOPEJ] OTHERS PER ITEM 



3 Inch Disks 

£37.95 per box of 10. 

Price includes V. A.T, Delivery is free. 

Bulk order discounts available. 

Please send Cheques/P.O.s to: 

SJB Disk Supplies 
ll f Oundle Drive 
Wollaton Park 
Nottingham 
NG8 1BN 
Tel; 0602782310 



AMSTRADTAPE UTILITY 

Load your software at up to 4 times normal speed 
choice of 4 speeds, easy to use + many more unique 

features. 

Only £5 M on cassette 
£13.50 on disc 

as advertised in P + C,W. etc. 

SIREN SOFTWARE 

76 Bridge St, 
Manchester M3 2RJ. 



Computer World UK Ltd oiboltun 

were proud to be the very FIRST outlet for Amstrad 
computers in the North West 

Now,, in 19B5, we are still proud to be offering the widest and 

strongest support for ttiE CPC464 . 

Printers: Disc Drives; Software: Magazines; Bonks: Speech 

Synthesisers, 

FIRST, & STILL THE BEST: 

COMPUTER WSRLD (UK) LTD 

2D8 Quirky 0'd Hoad 
Open 10 30-7 3D Mcn-Fn Boltnn Lanes ■ M(0a04)4g4M4 
9.00-S.DDSal BL1 3BG 



GAMESMANSHIP 






PEMdlf Pnwanls for Lhl CPC 4M 






TTM BJtP. 




IffU 


RJ1.P. 




WOHflCLJPFOOlBAU 


mm 




EID.W 


am 




mm 


hH-inid Hm^tt 






Jtt Bait Jack 


LT.t* 


CbckkLss 




tb.Ti 








£5 .ft 




TherWW* £1i» 


£IZW 












Tripods 


EL1JI 




Chof^^ Sqiml i i K' 




















Pi.larMJiirM M !-- 




Dark Star 


ET.U 








HuNxrKlDrr 


aw 








frjlEhf Uhl^ 


Ef.fe 










■:t.^= 




CHnOm i!> 














n mini To Eden 


H« 












at* 




iAL tot dblJ lias . Ckmp«-FOto 






GAMESMANSHIP, & 


S C ASSJQBUHY A¥t BED FONT, MIDDK TW1 A 9JE. 




ling C] BfO 5*36 vpior^Mit 


htl#UH ud frlMdlywrTvce. 








Allcanp^ftnt catnml Ear. 
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BIGGER 
STOCKS 



GARWOOD IS GROWING! 



CHEAPER 
PRICES 



DISKS 


DYS 


JAN 


3M 


MEMOREX 


BASF 


HITACHI 


Price per box of 10 


TPI 


1-4 


5-9 


1-4 


5-9 


1-4 




1-4 


5-9 


1-4 


5-9 




s/s 


S/D 


48 










15.60 


14,70 


14.60 


13.70 






5V 4 " 


s/s 


D/D 


48 


17.25 


16.20 


15.10 


14.20 


1 7.1 0 


16,00 


17,60 


16.50 






D/S 


D/D 


AS 


25.30 


23.70 


20.70 


19-40 


20. 60 


19-30 


21.50 


20.20 








S/S 


Q/D 


96 


25.30 


23.70 


23,10 


21.80 


24.70 


23.20 


23.10 


21.70 








D/S 


Q/D 


96 


3180 


29.80 


27.00 


25,30 


27.40 


25.70 


26.80 


25.20 








S/S 


S/D 


48 






16.80 


15-76 


19.80 


18.50 


15.20 


14.30 






8" 


S/S 


D/D 


4B 


24.70 


23.15 


21.75 


20.40 


20.80 


19,50 


20.00 


1880 








D/S 


D/D 


48 


29.30 


27.45 


25.05 


23.50 


27.10 


25.40 


23.80 


22.30 






3 " Compact (for the Amstrad Disc Drive) 


135 










41.80 


39.20 






36,00 


33,60 


3 1 / 2 ' Micro 


S/S 


D/D 



Disc prices are exc. VAT but inc. carnage. S/S = Single Sided Df& = Double Sided S/D = Single Density D/D - Double Density Q/D = Quad Density 



RIPBOWS supplied far mo st printers [in cluding the Amstrad DMP1J Prices o n A pplication 



LISTING PAPER (plainer 


ruled) Priced per 1 000 form ■ 


Boxed 


1 -4 boxes 


5-9 boxes 


10+ boxes 






1PT 


eogsm 


2000 


4.95 


4.80 


4.65 


Listing Paper prices are 


n-xeVa" 


2PT 


NCR 


1000 


14.45 


13.95 


13.45 


exc. VAT. Delivery f nee 


irx&V 


1PT 


OOgsm 


2000 


5.25 


5.10 


4.90 


within 20 mile radius of 


11"x97a" 


1PT 


70gsm 


2000 


6.00 


5.80 


5.60 


Brentwood. 




2PT 


NCR 


1000 


15.80 


15.25 


14.75 


Carriage at cost outside 


11"x14V 2 " 


1PT 


60gsm 


2000 


7.30 


7.05 


6.80 


this area. 



PRINTER OFFER - MT80 Matrix Printer 30 c.p.s. RRP £21 7 + VAT OUR PRICE £199 + VAT 



C OMPUTE R COM PANI ES formed with you 1 " choi ce of name - £95 + VAT (NO EXTRAS) 



GARWOOD'S STATIONERY CAT ALO QUE -Full colour 224 pages - £1 .75 inc postage 




Garwood {Wholesale} limited 
45 Plovers Mead, Wyatts Green, Essex CM1 5 OPS ® Blackmore (0277) 823747 



DEMON LORD 

A two Player fantasy wargame featuring strategic and 
tactical maps p up to nine armies of nine unite on either side, 
and a cast of thousands including Elves, Dwarves and 
Trolls. Includes a complete instruction booklet. 

Send a C heque or P/O for £7.95 to; 

Airstrip-One Software 

Tall Trees 
London Rd, 
Stranraer 
Witownshire 
DG9 8BZ 

Return of Post Ser vi ce . 



FUZE 
FUZED 
DEFUZED 
CONFUZED 



Join the seaside software CPC4G4 
users club, monthly newsletters dis- 
count software, special competi- 
tion , h fcnfca and tips plus lots more! 

Send Cri^quf? or P.O. rnario payable 
to: 

SEASIDE SOFTWARE, 21, 
Sherwood Street, Scarborough, 
North Yorkshire. YQ1 1 IgR. Fr*e 
software for the first 2(10 received! 



SPRITE GENERATOR 

FKATETREfi ]>"CLl"[tE^4 ra«mmenc, up tofi Epribcs YHrwble speed -and pi??, ttillievm dotoor. 
Dwigrj^prslwtfl-aw in yourrwn prwRrTm with lbisuti!itj, N B. ipntw ail! njn withommniE 

ri i ■ ^ s r- r pnipmrn.. ....LI. 5(1 

SPEED SAVE UTILITY 

IfibA. Sa>u and llutalfiflueat upDi Lwiev ihr. rsueid wnlfi I tspwd wi^h LhiH uttef j! uLiky. Suvfti uL &fi> apttd b*l»&en 

4(HWimd TODbeud QHTiiwSibk-ntlit^iiEuiduM.JS,^ 

Cheques or P.O. 1 * to: 

A. Smith, ADA MSOFT, 1 1 Northmoor Road, Sunderland , Tyne k Wear, 5R3 ITJ. 

48 huur despatch tfuStrantfifcd 



Amstrad Mastermind. 
Go eodebreakmg with 
choice of 10 colours, and 
from 2-6 holes. 
Prafessi on al progja rn 
with sound. Cassette just 
£2.50 to J. Quinnell 18 
Cheston Avenue, 
Shirley, Croydon CR0 
8DA + 



SPECIAL OFFER -while 
stocks last all Amstrad 
Games Cassettes at one 
low, low price - only £5-99 
each -before you pay 
£.£.£, *s more - Telephone 
CX Sales on 0245- 
323137 for fast delivery 
and games availability. 



AMSTRAD OWNERS. WE WILL PAY EXCELLENT ROYALTIES FOR GAMES 
WRITTEN BY YOU. SEND THEM NOW FOR EVALUATION. 
BRiUNDRAIN 1 1 PARK HILL ROAD LONDON E4 7ED. 
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THE TOMB 

OF 
KUSLAK 

A GRAPHIC AND TEXT ADVENTURE FOR THE CPC 464 
KUSLAKSTOMB WILL OFFER MANY SURPRISES 

Features: 

OVER 240 LOCATIONS 

REAL TIME PLAY 

SPEED OF PLAY CONTROL 

EASY FAST INPUTS 

AVAILABLE FROM YOUR LOCAL STOCKIST OR 
MAIL ORDER FROM 

INTRIGUE SOFTWARE (address below) 
FIRST CLASS RETURN POST FREE £7.50 



Games to remember from 

INTRIGUE 
SOFTWARE 



Cranbrook Road, "fentenden I KentTM30 6UJ 
Telephone 05806 4726 




NEMESIS ADVENTURES 

*ARHQLD TEXT ADVENTURES ARE LIKE A BREATH DF FRESH AIR 
T.KENI&E. PDP.COM. WMLY.DEC. 1384 
THE TRIAL OF ARNOLD HLACKWDDD 

ARNOLD GOES TO SOMEWHERE ELSE. 

THE WISE AND FOOL OF ARNOLD BLACKWOOD. 

Each adventure EE.5D inclusive. 
NEWTTTLES 

ANGEL[QUE:A GRIEF ENCOUNTER £6.50 INCLUSIVE 

BRAWN FHEE.. a budget pries Inlraduction to adwiturir.rj a1 f!2 HI 

(Yes ! Two] only. 
Chqs PQ's tot same day despatch In, 

NEMESIS. 10 Car Low Road, Rings tsad 
NORTHANTS, HN144DW. 



THE CURSOR REVS 

Am^radCPC4£4andColo^rfVtortt0f £339,00 

Plus £ 1 00 Software Fto 

Amstrad Speech Synthesiser plus Stereo £39:95 

Amstrnd Powder Modulator to convert your colour TV. £29.95 
Games from £2.99 upwards 
Blank Tapes C-155 for £1 . 99 

Access. Visa. American Exprast. [>r>C^ Club cards all wefcof™ 
NO deposit Credit Faclitte& atfaiabte through H .F.C. Tmsi a Savins APR :j-P.4% ryariablej 

Wrftfcart i^a^hcr«s on requesi 
Lioen&ed Gnedit Rrnkpra: The Cursor KftyS 

Home Computer Centre 
Unit 42, The Keillor Cent*e p 
DundeeTel: {0382)28129 



MIDLAND COMPUTER LIBRARY 

ATTN: AMSTRAD OWNERS 

The First & Largest AMSTHAD Library in:heWflrtd 
(often copied but newer equatefl 

1 AlthfilartestMleson^sset^andctec 

2 Yaur hrstlape hired fraa 

3 Ufernen<jei3hipES 

4 Hteehan^ torn only El .SCTirK 

5 Nid lirrwl to Ihe arnotr^ of games you can hire 

6 All games on^ials withf uPrJOCurTHsnlatiDn 

7 Gane5 ; T3^ir>e35^EduMRon^9ol^ 
9 Returned post SGfYicc 

9 Lowosl new hard and software prices m the U K 

10 JoinnowonlJdayrriDnevbacfcguBrflniee 

11 Over titles in sfodi 

PLEASE SEND CHQ/FO FOR 
too^lhar with Iree selection or large SAE lor further details 



MIDLAND COMPUTER LIBRARY 
26 p College 5t, Worcester WR1 2SL 
Tel! (09M) 61 1072 



VfSA 



SIMPLE ACCOUNTS 

for the 
AMSTRAD CPC 464 

* FULL ANALYSYS OF INCOME 6 EXPENDITURE 

* POWERFUL EN TRY SEARCH ROUTMES 

* CON STANT U PDATE 0 F C R EDITORS AND DE BTO RS 

* SPECIAL IN DEPTH ANALYSIS OPTION 

* VAT RE PORT * DATE SORT 

* MONTHLY AND YEAR TO DATE REPORTS 

* FULLY DOCUMENTED * EASY TO USE 

ONLY i ncl udinq V.A.T and carriage 

Fyll ape nit" icati on Tan u a I -an d wGrkcdexarnp les i I h bl e on request . 

CORNDC SOFTWARE LTD 

16 Kneeswoith Street, Rofyston, Herts, SG8 SAA. 
Tel: KoysXon (0Z63) 46065 

ialists in business and financial software for the serious user, 



PRINTER BARGAINS 



BROTHER Ml 009 

Bflml.Sk.p.3 9*9dtrl-raatjn 

ISGchfljsrters- enJargsd, amdflFASEd n r.ih. & 
FuDy Epson ccrcipstiblE 
FrlcUfln feed Trader nplirjp at £IB 
BnH holder- agtlcTiCB 



ffllABEMI 

ONLY £190 



It 
* 
* 



Euhsdpl 



MANNESMANN TALLY MTBO 

f BO mi. 100 cp.fi 9x9 dot malri? 
f OufllttyTjM^klwtstlfirwrilm^ 
+ Tractor and fnctioo feed 

TAXANKP81D 

HQ ml 160 cpa. (DRAFT MODE) 

27 ns WHarlellErrJLikllyfnDilB 
FriEtinn&Trador; Feed 
EXTRA N1J0 ROM's E2E 



ONLY £219 



only £299 



* 
* 



paraM Interface cahfe 



Taswerd 
Tasprinl 4Etf 
TBfimDY4G4 



INTERFACES 
SOFTWARE 



... £11 



£16. 

£9. 



Business software available on disc plaasB call the number balnw 

STRONG COMPUTER SYSTEMS. 

Bry Cottage, Peniel, Cajmajllrai, Dyfed. SA32 701. 
Tel: 0057 231 346 Ear assistance! \\\\ 
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HIGH QUALITY PRINTERS- . .BARGAIN PRICES 

for the Amstrad 

■Gorrplete with cables: ail ready to plug m: no untidy Ninas from rierfajCfis, 

SUPERB NEW SHINUU A CPA80-P 

Fantastic 13x9. ratn* (note Epson s 9 k 9) 

1 00 characters perseoond S-dirBctionaJ pnntjfig 

Tm&desoer<ief£. on v, p, j , etc Uhdedining on command 

BacKspacing Up to 96 columns 

Friction and Tractor Normal, double size and italic 

feedbuiltin. prim styles. 

Reverse Seed 2K Buffer 

Many, many other advanced t&atunes including Epso^ ocmp&tability. 
Delivery , VAT, and insurance included in our price. No hidden extra costs 

ONLY £235 

Bgiiims Micros A Communications Ltd 

IMgJOnJffOHp?.), 18, OswaW Street 
Mtftffetd . Sgndstend, 5R4 6HN 
Tel: (0733)6749^ 



Cheques/Money Orders Id: 



ADVERTISER'S INDEX 



ADAMEOFT... 

A3 EOT RIP-ONE SOFTWARE 

AMATEUR 

AMSCLUB ^1 

AMSTRAD 

AMSOFT „ 

ARMOR LTD ... 

ASTROCALC... 
BRAlNDRAltf . 
BUSINESS MICROS 
CAMBRIAN SOFTW AfiE 
CAMPBELL SYSTEM 




CH1LTERN COMPUTER CENTRE... 83 

COMPUTER WORLD UK 94 

COKHECT SYSTEM ... 94 

CORN1X , 96 

C-^-SAXjitiS .i.ju^niLiiiiur mini 95 

DATAC 41 

DAiA^IAR ..........r...r... ..tut.-..,- 24 

DATACOM „..„ . VE/F/C 

DESIGN DESGIN 53 

DIGITAL INTEGRATION K&ftC 

DISKING : 69 

D.K.T80NICS OS'ftC 



L P.DALY , 

DURRELL SOFTWARE 

EG COMPUTER GRAPHICS 

Eft! SYSTEMS..,..- 

FLOGDELL 

GAMESMAMSHIP 
GARWOOD 

H [SCj J""l' .. . -i.li 

INCENTIVE SOFTWARE 

ICE BLUE SOFTWARE 
INTERFACE 

INTRIGUE SOFTWARE 

J.0U1NNELL 

K.D.& ELECTRONICS 
KNIGHT SOFT 

KUMA 

KtAROOL CABINETS 

MICROBYTE 

MICRO COMPUTER WORLD 
MICRO POWER . , ,. 
M1CROFAST ... 



MIDLAND COMPUTER LIBRARY ... 96 



MJ.CSUPPLIES 

MIKROGEN 

MULTISAVE 

MYRDDIN SOFTWARE 77 

NEMESIS 6 




irl in in lt- 



96 

... 4 
56 

m 

.« 
.« 
. 78 
96/11 
3? 

m 

S6 
96 
79 
S4 
| 

83 
30 
37 
55 



17 

i ■ i uri in uri ii i in i if I M 

56 



NORTHERN COMPUTERS .. 

OCEAN SOFTWARE 

0 {SOFTWARE 

PNP COMMUNICATIONS 

PRIDE UTILITIES 

RAMESES 

REALTIME SOFTWARE 
SEASIDE SOFTWARE .. . 

SHARDS SOFTWARE .... 
SHEKHANA SOFTWARE 

SHINE CREST 

SIREN SOFTWARE 

SOFT INSIGHT 

SPECTADRAW 

STRONG COMPUTING 
SJBDISK 

TASMAN SOFTWARE .. . 

T1MATJC SYSTEMS 

THE CURSOR KEYS i 

THOR SOFTWARE 

TRANSFORM LTD 

VALE SERVICES 

VIRGIN RETAIL 

VORTEX SOFTWARE 

WINTER SOFT 

ULTIMATE SOFTWARE . 



... 96 
.. 12 
...94 
....S3 
... 37 
...83 
.... 49 
....95 
....67 
.83 
. .. 86 
.... 94 

3J 
.... 37 

■ ■ i ■ 36 

94 

64 

30 

96 

28 

56 

96 

44 

47 

33 



r 



CLASSIFIED AD ORDER FORM 



Please write your copy in capital letters on the lines below and send to: 

Classified Ads, Amstrad User, Brentwood House, 
1 69 King's Road, Brentwood, Essex 

RdtGS! 

Semi display £5.00 per single column centimetre (£4,50 for 6 insertions} 
Wordage 25p per word (Minimum 10 words) 



1 





















































■ 











NAME «»„ 
ADDRESS 



For Office Use Only 



14 P 



Ail 



Phone No 



* DoncMions: Al ocpy : 
f PutfehernteervftSlI 



Ooncfclicms; All :spy sinctfy pre-p^j . Copy must be neceived by 1 0th cr ;he mcr t p r eceding e«r date 
PubASher neservGsttie ifp lo nefose any advertisement without notee orgiving reason. 



j 
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* HARDWARE PRODUCTS from NORTHERN COMPUTERS • 

* * 

* Northern Computers Ltd supply & service AMSTRAD, Apple, Apricot, BBC and IBM computer systems & peripherals * 



THE AMSTRAD CPC 464 COMPUTER IN EDUCATION 

British designed Outstanding hardware features include: 

64 K RAM memory, 32K ROM containing a high speed 
standard BASIC and the operating system, high 
quality Qwerty Keyboard with numeric keypad, built- 
in datacorder : high resolution graphics, 27 colours, 80 
column text t 3 channel sound with stereo output and 
volume control, user port, parallel printer interface 

* AMSTRAD disc drive system features include: 
*CP/M version 2.2, Dr Logo and AMSDOS which up- 
loads AMSOFT cassette programs to disc 

THE AMSTRAD EDUCATION 
SCHEME OFFERS: 

(for bona fide education 4 training establishments only) 

4- Substantial educational discounts. 

1 year FREE hardware service contract. 

* Educational software lists for schools. 
4 Languages, utility, business and application 

software lists for higher education and, training 
schemes. 
& Future product information. 

* Network development information. 

■fr 12 FREE software cassettes. 
AMSTRAD 'S EXCLUSIVE " Z , , 

educational distributors: Tel: Frodsham (0928) 35700 uo 

Northern Computers Ltd., Churchfield Road, Frodsham, Cheshire WAS 6RD. 




; computers ; 



ASTROLOGY 
for beginners 

Teach yourself astrntagy using your Ams-trad 
A Std rter Pack comprising a simple p rograrn to calculate a horoscope an 
■ introductory boolcl et and 2 self-teaching programs [hm to i nterpret the horoscope^ 

only £11,50 

Nu previous knowledge required 
Al so many other prog ra ms fo r more expG ri encect a stro lege rs 

Please send me the Astrology Starter Pack for the Amstrad 

■l en close a cheq Lie/PQ, U.K. for £1 1 ,50 ( i nc p&p) . Outside UK a d d 50p; or r 

1 eri C lose a Id rge sse for free catal og ue 

Ma me „..„ „„.„, . „ r „.„ „ „.„... , „ P 

Address „ , „„„, „„„,. 

ASTROCALC (Dept A) 67 Peascroft Road 
Hem el Hempstead, Herts HP3 BE Ft Tel : 0442 51 809 



DISCOUNT SOFTWARE 



GAMES 




BUSINESS & TUTORIAL 


FimSTATWOMJtf^T;- 


m 


■QUIOBTflR^SirL 


lEJf 


JEWELS OF EAU YLHS" 




GUIDE TO BASIC 2 


lift 


tatEOLSUFKARN 






BIS 


AlB TRAFFIC COWftOL 










BiN 


aM^AIjT SPUR ADS MEET 




SlEYEBmSSNOOKEB 




H0MEBUDGET 


lift 


JLTSSETWILllf 


sis 




19J95 


MUNDENTIME 




! jSi lHHn-^!: STRT 


Hi* 






DONCISEPtflMWAftEflPEC 




CEHTBTCDLrRT 




MASTERm.FjttKi 


13 % 


MERICAN FOOTBALL 


7.ra 


GRAPH ICS DEis^NEll 


325 


FUCrlHPATHIST 


fi TTi 




aw 


SULFANSMAZI 




FTTM.^TY PING TUTOR 


ma 


fUHKTEBATTArK 


f.-:, 


MENrOFPKB 





ALL PRICES 1 NC LU DE POSTAGE & VAT 
PLEASE SEND CQ^POsTOi 
MJC SUPPLIES SCOJA\ LONDON ROAD, HITCH1N, HERTS. 

SG49EN. 
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VALE SERVICES 

Sof tware for business, club and horns use 
VAT Accounts, Srock Control Si Price Lists 
Club Secretary,, Club Treasurer 
Bant Accouint P ArFthmetic PiBctice 
All progrgms exc&pt Arithmetic Practice £1040 for cassette, £13,00 (or disc 
Arithmertk; Pracuce, cassette only £5M PnCiS include VAT and Postage 
24Thc Qrwt, ChiLhworth. Mai mcsbur>. Whs hire. 5H I 6 9&S 



Amnlj-ad DMP1 printer bought January AMATEUR PROGRAMMERS' EK 

1986 fltily sit weeks ubc. Complete with CHANGE- S.A.E- For Details, MewsEetter 

cable, bonk, in perfect, order. £1 30 O.N.0. 50p. Hkk Godwi n, 4 Hurku r C rescent, 

Book h^m r\6 : ft6 Eyemouth, Gerwickshi re TD14 SAP 



AMSCLUB 

AMSTRAD USER CLUB 

ATTENTION AfiNOLD USEES! JOIN THE BIGGEST INDEPENDENT O-UB 

LOOK WHAT WE HAVE TO OFFER 
11 ■ MONTHLY TAPE MAGAZINE .SOFTffl ARE/ROB WAKE DLSraJNTSFROH OURSFECtAL 
SUWUEB; NEWS, JtEVlEWS, PBOCftAMS EXCHANGE CLUB, PEN PAL CLUE ryTEttNATSOWAL 
MRMROSMTP. COHPFT T TT[ON£ AND MTJCH MORE 

OlflE YEARSMEMSERSFQ? £3 (tSOVEPSEASj 
SEND CHEQUE/ P. O jTMROCHEOUES TO : 

AMSCLUB 

42 MOUNT STEWART STREET 
CARLUKE STMTHCLTOE SCOTLAND 



** AMSTRAD USER'S CLUB ** 

discount prices for-softrwflre, casaeltes, disks listing paper, etc, Special offers 

on hardwiiro Send sae for details to. 
L.DALY, BROOKFIELD, BRIDGLAND AVENUE, MENSTQN, ILKLEY, 

LS296PO 
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BY D.K.MARSHALL ^ 

ADAPTED BY DARRELL D, 




SIMULATION OF THE 
WORLDS MOST EXCITING 
JET FIGHTER WITH 
STUNNING 3D COCKPIT VIEW 
AND DEADLY 3D AIR TO AIR 

COMBAT. 






AMSTRAD CPC 464 

Fighter FM01 

COMMODORE 64 

Fishier Pitol Disk 
Fig her Pilot Gassene 

LOADING TIMES 

DISK - 147 5ECS 
CASSETTE- 3TO$£CS 
SPECTRUM 

Night Gunner 4&K 
Fighter Pilot 48 K 

Tornahawlic 43 K 
TT Racer 4GK 



□ £14.96 

□ £9.95 



Or debit my Access Account No. 



£6.95 



Tete Sales 

Please send to Digital Inlegratton, D&pt (o57G) 684959 

Coming Watchmpor Trade Centra Watchrnoor Road , Carnberley. Surrey GU 1 5 3 A J 

Soon VAT and p. & p. ^elusive within UK (Overseas mc 55p. per cassette) 



Trade and Export enquiries 
we I come . Lifetime Guarantee, 



Amstrad CPC464 



Speech Synthcsizei 



The dk'tronics Amstrad speech synthesizer and powerful stereo amplifier uses the popular SLO/256 speech chip and 
has an almost infinite vocabulary, It is supplied with a text to speech converter for ease of speech output creation. 
Everything you wish to be spoken is entered In normal English, without special control codes or characters, it is there- 
fore extremely easy to use. The voicing of the words is completely user transparent and the computer can carry on its 
normal running of a program while the speech chip is talking. The speech output from SLO/256 is mono and directed to 



both speakers. 

Stereo Output 

To utilise the Amstrad stereo output on the back 
of the computer, the interface has a built in stereo 
amplifier, this gives all sound output a totally new 
dimension and greatly improves the sound quality 
and volume over the computer's internal speaker. 
Any sound that previously came out of the mono 
speaker will now be sent out via the interface in 
stereo. All programs that use the sound in anyway 
(i.e, commercial software) will now output 
through the interface, which is fitted with volume 

and balance controls . 

Speech Synthesis 

The Amstrad speech synthesis utilises parts of the 
spoken word known as allophones. These are 
actual sounds that go to make up speech. The 
SP0Z56 allophone speech synthesis technique 
provides the ability to synthesize an almost un- 
limited vocabulary. Fifty -nine discrete speech 
sounds (allophones) and five pauses are stored in 
the speech chip's internal rem, 

Text to Speech 

Although there are only 26 letters in the alphabet, letters 
have a totally different sound when used in different words. 
For example, The *V in L Hay' is much longer and softer 
than in 'Hat' H When you speak you automatically make 
adjustments because you know just how a word should sound 
Not quite so easy with a computer. 

The machine code software is mainly developed to this mode 
of operation. 3.5K is used for tables which contain the rules 
& exceptions to the rules of the English Language 
e.g. I before E except after C) This therefore allows the user 
to enter words to be spoken in normal English. 




Speakers 



Supplied with the Speech Synthesizer are two high quality 4* 
speakers these have been designed to compliment the Amstrad 
Computer, They are fitted with 1 metre of cable and can be 
positioned for the best stereo effect. The synthesizer inter- 
face fits neatly on to the rear of the computer, it has a 
through connector to enable other interfaces (e.g. Disc Drive) 
to connect to the rear of the synthesizer for ease of expansion 
Please send S.A.E. for a copy of the instruction manual 
which will give full and comprehensive details. 



New Basic Commands 

There are 8 new Basic Commands which control all the 
functions of the interface. Making the Synthesizer very easy 
to use. You can even control the speed at which it will talk 
to you. Or use the synthesizer to create sound effects like 
a fourth sound channel, 

10 PRINT" 'AMSTRAD' " 

The above is an example of the Syntax for entering speech 
into the computer and shows how simple it is to use. 

The instruction book gives comprehensive details and 
examples of how to use the interface both from machine 
code and basic. 



How to Order 




The Amstrad Speech Synthesizer costs only £39.95. You can 
obtain your synthesizer through any good computer store or 
by completing the order form and returning it to; 
dk'tronics Limited, Shire Hill, Saffron Walden, Essex. OR 
by telephone quoting your barclaycard or access number. 
Orders normally despatched within 24 hours. 
Pfease rush me^^^^^^^^^i^^^^" 



-t 



df Ironies 

Saffron Walden, Essex CB11 3AQ 
Tel: (0799)26350 10 lines 



4 r-i 4-11 



. j l j ■ [QTY] Amstrad Speech Synthesizer at £39, 95 +£3.25 p&p 
/enclose cheque fPO /Cash for Total £ 
or deb it my Access /Barclaycard No. 





TTTT 



Signature + 

Name 

Address 



